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NUMBER MASTER™ . . . 


. . . when you are finished playing games with your 
child’s education. 


Never before has there been a learning program so effective and powerful for develop¬ 
ing addition, subtraction, multiplication, and division skills using whole numbers. 

NUMBER MASTER builds arithmetic skills with astonishing speed by automatically 
adjusting the learning task to the performance of the student. 

• NO dragons or wolves. 

• Effective use of COLOR and SOUND. 

• COUNTING exercises for beginners. 

• Unique HELP windows for new learning. 

• FLASHCARDS and TIME LIMITS to build speed. 

• REVIEW records for additional study. 

• INFINITE problems with UNLIMITED skill LEVELS. 

• Challenges the most ADVANCED students. 

Children love NUMBER MASTER and you will be amazed with the results. 

AND with NUMBER MASTER you get . . . 

• A self-teaching TUTORIAL and DEMONSTRATION program. 

• COMPLETE RECORDS kept of student work including BEST and 
AVERAGE work. 

• PROBLEMS printed with ANSWER SHEETS for any skill level. 

• A complete 68 page, fully indexed USER’S GUIDE. 

Join the learning revolution with NUMBER MASTER! 




ii +, lie, or lie, 48K RAM and one 5'A" disk 
drive. Second disk drive reco-nmended. 
Printed problems require 80-column 
printer. 


THE HOME SCHOOL 
3611 Boundary Street 
San Diego, CA 92104 



NUMBER *viAS i ER and THE HOME SCHOOL are registered 
trademarks of THE HOME SCHOOL. APPLE and DOS 3.3 are 
registered trademarks of Apple Computer, Incorporated. 
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We didn’t want Christopher’s arithmetic skills to 
be based on rote memorization, so I program¬ 
med help windows into the computer. When the 
student presses the “H” key, the computer opens 
up a help window on the screen and displays a 
picture of the problem as a group of objects laid 
out in rows next to rulers and other counting aids. 
More advanced help windows use the distributive 
and commutative laws of arithmetic, such as 
A(B + C) = AB + AC, to show how to do carries 
and borrows. 


Children love NUMBER MASTER and 
you will be amazed with the results. 


Then something amazing happened. One day 
Christopher noticed the word “multiplication” on 
the computer’s screen and asked me what it was. 
I told him it was just a special form of addition 
where you add the same number together a 
certain number of times. I told him that when 
he was a little older, I would show him how to 
do it. I went into the next room for a few minutes, 
and when I came back, Christopher was doing 
multiplication on the computer! I have had to 
work very hard to keep NUMBER MASTER’S 
abilities ahead of Christopher’s. Today, 
Christopher easily masters addition, subtraction, 
multiplication, and division flashcards and has 
moved on to another kind of exercise. 

These are exercises in which the student has as 
much time as he needs for each problem, but he 
only has five minutes for the exercise. These 
exercises start with very easy problems, but if the 
student answers the problems quickly and cor¬ 
rectly the computer presents more and more dif¬ 
ficult problems without limit. The student tries 
to get to the highest level of difficulty he can 
reach in five minutes. Such exercises can be 
challenging and helpful even for adults who want 
to improve their abilities at mental arithmetic. 


For example, Christopher’s best score to date in 
multiplication is level 15. A typical problem at 
this level is: 

28 
x 7 

??? 

In this particular effort, he answered 99 problems 
in five minutes, so his average time per problem 
was three seconds. 

As I am writing this, Christopher has been learn¬ 
ing arithmetic on the computer about 45 minutes 
a day for ten months. In that time I estimate he 
has solved half a million arithmetic problems. He 
now has a mastery of whole number addition, 
subtraction, multiplication and division greater 
than most adults. Not bad for a seven-year-old 
who wants to be Mozart! 

Jeanne and I are both very pleased with his work. 
We are confident that Christopher is well 
prepared to cope with the numbers in his life. 
Also, the improvement in his concentration and 
ability to persevere in a task, which is a side effect 
of his work on the computer, has benefited his 
piano, violin, and other studies. 

Most other kids can do the same if they have a 
good computer and good programs to work on. 
With results like Christopher’s there can be no 
doubt that personal computers are going to vastly 
improve the quality of education in the years to 
come. 


Join the learning revolution with NUMBER 
MASTER. 


How 

NUMBER MASTER™ 

... the ultimate whole number 
arithmetic learning program 

When you are finished playing games 
with your child’s education. 

Math Whiz 


Christopher 
Became a 


NUMBER MASTER is a quality product from 
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S ince he was a toddler, 
Christopher had been saying he 
wanted to be Mozart. 
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Math Whiz 

So, when he was five, we sent him to a special 
school where he could develop his artistic talents. 

During the summer we moved farther from 
Christopher’s school. It became an expensive and 
time-consuming commute, and we didn’t know 
of another school with Christopher’s special 
requirements. My wife and I both play the piano 
and sing, and years ago I studied music theory, 
composition, and conducting for two years at the 
San Francisco Conservatory of Music, so Jeanne 
and I decided to try teaching Christopher at 
home. 

Jeanne is a certified teacher with expertise in 
teaching writing, and I am an 18-year computer 
veteran with a degree in mathematics. We are 
both versatile and well-read and we work at home 
in our own business. In short, our assessment was 
that we could successfully undertake 
Christopher’s education in our home school. 

It was my job to teach Christopher his arithmetic. 
He had been through the Montessori method in 
pre-school, but, at first, he could barely count 
by ones to 100 and solve simple addition prob¬ 
lems by counting on his fingers. I bought him 
a set of addition flashcards, and this helped a lit¬ 
tle, but he could still sit and look at 2 + 3 = ? for 
five minutes before getting the answer. Two or 
three of these experiences in a day can have a 
remarkably adverse effect on the mood of a nor¬ 
mally patient father holding a flashcard. 

About this same time I was shopping for a good 
microcomputer development language for my 
PC. Forth and C looked like the best language 
possibilities, but I couldn’t decide, so, in the 
meantime, i bought Turbo Pascal. At $49.95, it 
was a safe risk. 


I had never programmed in Pascal before, so as 
a beginning project, I decided to kill two birds 
with one stone by automating Christopher’s 
addition flashcards. I reasoned that if 
Christopher had only six seconds to answer a 
problem before the computer turned the card 
over, he would quickly develop an immediate 
recognition of the flashcard problem answers. 
Even more important, with the computer han¬ 
dling the cards, my blood pressure would remain 
in the normal range. 


“He was rapidly increasing his abili¬ 
ty to pay attention, concentrate on a 
task, work with minimum supervi¬ 
sion, and overcome his frustrations 


Then two exciting things happened. First, I loved 
Turbo Pascal. And second, Christopher loved his 
computerized flashcards. His arithmetic mastery 
shot ahead. 

A 

Encouraged by these results and in the interest 
of my health and Christopher’s, we decided to 
put more of Christopher’s math program on the 
computer. I went to the software store and came 
home with the two most popular products. 

The first of these has a shoot-em-up game for¬ 
mat. It was a disaster. Christopher refused to 
work with it. He had to fuss around aiming his 
gun instead of focusing his mind on answering 
the problem. Even worse, he couldn’t stand being 
shot down. He just broke down in tears. 

The second program was much more useful, 
although its name emphasizes a feature touted 
as a “fast-action arcade game,” in which a little 
man shoots out of a gun up to the answer to an 
arithmetic problem. To someone like myself, 
whose high score on the arcade version of 
Donkey Kong is 504,000, calling this a “fast- 
action arcade game” is hilarious. 


The main virtue of this second program is that 
it has a series of exercises in addition, subtrac¬ 
tion, multiplication, and division presented as 
standard arithmetic problems like; 

3 

+ 4 

? 

The student answers the problems, not by the 
irrelevant aiming of a gun or making a little man 
move into the position of the answer, but by 
pressing the number keys for the answers on the 
keyboard. Also, the difficulty of the problems 
can be selected. Correct answers are given positive 
reinforcement, and problems that are missed can 
be reviewed at the end of the exercise. 

The main disadvantages of this program are that 
only 600 problems are available for presentation 
in the entire program; once you know these, you 
have worn out the program. Also, only a small 
number of problems is presented in each exer¬ 
cise and the span of time between problems is 
very long, so that the student gets very little prac¬ 
tice for each minute he or she works with the pro¬ 
gram. Speed is only encouraged in the “fast- 
action arcade game,” and here, once again, most 
of the student’s time is taken up making the lit¬ 
tle man run to his place instead of focusing upon 
the problem at hand. 

One of the most important features of my own 
program was given to it by my choice of Turbo 
Pascal. My program is fast! I can type over 100 
words per minute and my program will bring up 
problems as fast as I can put in the answers. 

We wanted to achieve maximum learning in 
minimum time, so I decided to continue develop¬ 
ing my own program, NUMBER MASTER, and 
share it with others by making a saleable product 
out of it. By carefully observing Christopher’s 
learning process, I gradually added more and 
more features to it. 


The key to Christopher’s mastery has been the 
flashcard exercises. So that he could work only 
on those problems that were giving him trouble, 
I programmed the computer to automatically 
change levels of difficulty according to the 
performance of the student. In the flashcard 
exercises the computer keeps an individual 
performance profile on each problem. 


“He now has a mastery of whole 
number addition, subtraction, 
multiplication, and division greater 
than most adults . Not bad for a 
seven-year-old who wants to be 
Mozart!” 


The flashcard exercises start with a small deck. 
The computer shuffles the deck and presents one 
problem after another. When the problem has 
been answered quickly and correctly, it is removed 
from the deck. Every time the student misses a 
problem, it is put in a separate remediation deck. 
The computer takes every second problem out of 
the remediation deck. When the student isn’t hav¬ 
ing very much trouble with the current deck, the 
computer adds problems to the deck until all the 
flashcards problems have been in the deck. If the 
student can get all the problems out of the deck 
in less than ten minutes, he has mastered the 
exercise. 

By the time Christopher had been working with 
NUMBER MASTER a month, he could master 
the addition flashcards in only five minutes. This 
required him to correctly solve approximately 200 
problems in an average time of one second per 
problem. 

Jeanne and I also noticed a very pleasant side ef¬ 
fect of Christopher’s working with the computer 
in his other studies: he was rapidly increasing his 
ability to pay attention, concentrate on a task, 
work with minimum supervision, and overcome 
his frustrations. 












You have five minutes, answer as many prob¬ 
lems as you can. If youerjter your answers quick¬ 
ly and correctly, you advance to higher levels and 
the problems get harder and harder. See how high 
you can go! 

THE DEMONSTRATION PROGRAM 

The Demonstration Program gives you a quick 
overview of NUMBER tylASTER. Press “D” 
from the Master Menu. 

, FOR THE TEACHER 

it 

, You can register any number of students on 
NUMBER MASTER. NUMBER MASTER will 
keep files of student work and print out problem 
sets.. Press “T” from the Master Menu to get to 
the Teacher Facilities. You can restrict entry to 
the Teacher Facilities with an optional password. 

WORK RECORD REPORTS 

During each exercise, NUMBER MASTER keeps 
4 qo^mt of correct answers, wrong ^ns^rs, total 
problems tried, percent correct, performance 
Jevel, the average time taken to answer each prob¬ 
lem, and the total time taken for the exercise. 

NUMBER MASTER will make WORK 
RECORD REPORTS for each student.on either 
the screen or the printer. 


« n I^TC 

r iu;i)LLin oGio 

NUMBER MASTER prints out sets of problems 
with answer sheets for paper and pencil practice. 
You can ask for multiple sets for classroom use. 
You tell NUMBER PIASTER how hard you want 
the problems to be. 

USER’S GUIDE 

NUMBER MASTER comes with a comprehen¬ 
sive, fully indexed, 68 page User's Guide. 

FOR HOME AND SCHOOL 
NUMBER MASTER is ideal for home or scnool 
use. It is most effective when used under the 
guidance of a person able to evaluate the learn¬ 
ing requirements of the student, assign 
appropriate exercises, offer encouragement, give 
guidance, and monitor progress. The teacher 
must be patient but set challenging goals. What 
is impossible today is mastered with difficulty on 
the day after and with ease on the day after that. 

NUMRER MASTER is for APPLE II and PC 
compatibles. The APPLE version requires a 
II +, lie, or He with 48K RAM and one 5!4" disk 
drive. % second disk drive is strongly recom¬ 
mended. The PC version requires an IBM PC, 
PCjr, Tandy 1000 or compatible with Pd-DOS 
or MS-DOS, 128K RAM and one 360K disk 
drive. 


II * Student Work Record for CHRIS 

Name: Christopher Warren Taber Johnson 
Age: 7 years 1 month 

Date: 4/30/1985 Page 1 

Selection/Option 

Date Mastered Level Average Time 

Total Time Correct Attempted Percent 


Addition/Flash Cards 
3/3/1985 , 8 

10.0 minutes 263 

3/4/1985 Mastered 11 
3.8 minutes 166 


2 seconds 
312 84 

1 second 
175 95 


Join the learning revolution with NUMBER 
MASTER! 


only 


$ 69.95 


Add $3.50 shipping. 
California residents 
add $4.20 sales tax. 


30-day money-back guarantee 


Average 

10 

2 seconds 

6.9 minutes 215 


244 88 

Best Mastered 

11 

1 second 

3.8 minutes 166 


175 95 

' UP ’ ,' 
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THE HOME SCHOOL® 
3611 Boundary Street 
San Diego, CA 92104 
(619) 284-9769 
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MASTER* 



. . . when you are finished playing games 
with your child's education. 

NUMBER MASTER and THE HOME SCHOOL are registered trademarks of 
THE HOME SCHOOL. IBM, PC-DOS, and PCjr are registered trademarks 
of International Business Machines Corporation MS-DOS is a registered 
trademark of Microsoft Corporation. Tandy is a registered trademark of Tandy 
Corporation APPLE is a registered trademark licensed to Apple Computer Inc 
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NUMBER MASTER , . . 

;j?* T- 

... the ultimate whole number 
ARITHMETIC learning program 

Never before has there been a learning program 
so effective and powerful for developing addition, 
subtraction, multiplication, and division skills 
using whole numbers. ] 

NUMBER MASTER builds' ^ithipetjp, skills 
with astonishing speed by automatically adjust¬ 
ing the learning task to the performance of the 
student. 

FOR CHILDREN AND ADULTS 
NUMBER MASTER is easy for children to use 
and yet challenging even for adults. The begin¬ 
ning exercises provide HELP windows, reinforce 
every correct answer, and give as many chances 
as necessary to correct mistakes. The advanced 
exercises adjust to the ability of the 5 u$er. If 
answers are entered correctly and qhlckly/thfe ! ‘ 

problems gfet harder and harder. 

i': . if U'r J 

THE MASTER MENU iji ?fn {l ; 

This is the NUMBER MASTER Master Mdnti. 

« i-fi .u 

* NUMBER MASTER * 

(C) 1985 by The Home School H'-t * A HI/ 

• ■"■ ■ I • - 

Enter Selection: , ; 


BEGINNING STUDENT OPTIONS 
NUMBER MASTER has HELP windows and 
FLASHCARDS, COUNTING, and REVIEW 
exercises. Choose these options on the Master 
Menu. 

For HELP windows press “H”. For . 
FLASHCARDS press “F”. For COUNTING 
press “C”. Press all three for HELP COUNTING 
FLASHCARDS. 

HELP 

Press “H” from the Master Menu for the HELP 
window option. Then, within the exercise, 
whenever you need extra help, press “H” to 
display the HELP window. 

The graphic HELP window lets you count tokens 
or read the answer off the ruler. 


11111111112 

012345678901234567890 


9 = 



More advanced HELP windows show how to do 
carries and borrows. 




1 - Add * + ’ 

2 - Subtract 

3 - Mixed * + ’ and *- 

4 - Multiply ‘x’ 

5 - Divide T 

6 - Mixed ‘x’ and T 

7 - All Types 
0 - End 




first 

select 

options 


F - Flashcards 
C - Counting 
H - Help 
R - Review 
P - Practice 


I 



FLASHCARDS 

FLASHCARDS build the speed you need to 
answer basic number facts. You have six seconds 
to answer each problem before NUMBER 
MASTER gives you the correct answer and puts 
the problem in the extra work deck for more 
practice. 


to one hundred. To set ujMms exercise, press “C” 
for COUNTING and then press “1” for 
ADDITION. 

Counting by what number? 10 
Counting to what number? 100 

Is Everything Correct? (Y/N) Y 


Addition 


FLASHCARDS 

correct wrong total percent level 

0 0 0 0 % 1 

Min Sec average time 
Total Time 9 56 0 seconds 


3 

+ 1 
? 


Answer all the problems as fast as you can. When 
you c^ffinrsh all the problems in ten minutes, 
NUMBER MASTER plays a little song for you 
and displays: 

Congratulations!!! 

You h&ve mastered 
the ADDITION flashcards. 


But don’t, expect to do it on your first try. It’s not 
that easy to master NUMBER MASTER. 

Is regular FLASHCARDS too hard? Then 
choose PRACTICE FLASHCARDS. Now you 
have as much time as you need for each problem. 
Or make the problems easier with COUNTING 
FLASHCARDS. 

COUNTING 

Beginners do addition and subtraction by count¬ 
ing tokens in HELP windows. For special learn¬ 
ing problems, NUMBER MASTER has the 
COUNTING option. 


Or, to learn to multiply by sevens, press “C” for 
COUNTING, “F” for FLASHCARDS, and “4” 
for MULTIPLICATION. 

Counting by what number? 7 
Counting to what number? 84 

Is Everything Correct? (Y/N) Y \\U * an; 

:.* ! ' / *' ?! t>;f 

REVIEW i! , 

The REVIEW option lets you work on justjthose 
problems that are giving you trouble. ; n 

I • /!>:- * ' tf, . 

When you,, do an exercise without beginner 
options { or with just the FLASHCARPS option, 
the problems you miss are stored in the ; Review ,, 
File. To work on these problems, press “R” for 
REVIEW on the Master Menu and then chppse »«j $ 
the s^mq exercise again. REVIEW exercises ; ; 
include HELP windows. 

ADVANCED EXERCISES i >r 
To choose an advanced exercise, just press its 
number on the Master Menu and do not choose 
any beginner options. For example, press “1” for 
ADDITION and the exercise starts right away. 

Addition ■ 


correct wrong total percent* level 

0 0 0 0% 1 
Min Sec average time 
Total Time 0 12 0 seconds 

• i 

7 n j ■■ *■. 

+ 9 ’ 


For example, to learn to use “0” to hold the 
decimal place, you can practice counting by tens 
















NUMBER MASTER —when you are finished 
playing games with your child’s education. 

Your child can become a MATH WHIZ with NUMBER MASTER! 

NUMBER MASTER is a comprehensive, whole number arithmetic learn¬ 
ing system for home or school use, ages Kindergarten thru adult remedial. 

NUMBER MASTER’S optional HELP WINDOWS make it easy to 
learn —even for four-year-olds. 

NUMBER MASTER’S automatic adjustment features and no-nonsense 
approach make it equally effective with slow, average, or fast learners 
of all ages. Every NUMBER MASTER learning session is uniquely focused 
on the learning needs of each student, because NUMBER MASTER deter¬ 
mines its presentation of problems by how quickly and accurately the stu¬ 
dent makes entries. 

Using NUMBER MASTER’S powerful learning options, students develop 
skills greatly beyond classroom instruction and in much less time. 

These are NUMBER MASTER’S options: 

FLASHCARDS 

COUNTING 

HELP 

REVIEW 

PRACTICE 

Select options separately or in combinations such as PRACTICE COUNT¬ 
ING FLASHCARDS. 

NUMBER MASTER’S options give students hundreds of ways to get to 
the heart of learning problems and overcome them. 

FLASHCARDS —students learn to solve simple arithmetic problems 
quickly. Flashcard problems time out and the answer is automatically 
presented. Missed problems are automatically brought back later for more 
practice until they are mastered. 

COUNTING —makes problem sets from student-selected number 



sequences. For example, count by 7 to 84. COUNTING is a great way 
to learn to count, great for mastering multiplication tables, and for learn¬ 
ing to make quick estimates in division. 

HELP —gives students added learning resources. These include getting a 
second chance on each problem and HELP Windows. Beginning HELP 
Windows help students understand arithmetic problems, and advanced 
HELP Windows show students how to make more difficult problems easy 
to solve. 

REVIEW —makes problem sets from previously missed problems. 
NUMBER MASTER tracks how students do on each problem of NO 
OPTIONS and FLASHCARDS exercises. REVIEW brings back missed 
problems for extra practice until they are mastered. REVIEW includes 
HELP option resources. 

PRACTICE —takes away the time limits of other options. PRACTICE 
FLASHCARDS is especially helpful for beginning students since there 
is no FLASHCARD timeout. 

NO OPTIONS —for skills assessment. These exercises record on student 
Work Record Reports. These sessions are strictly timed, there are no HELP 
Windows, and the student must get problems correct the first time. The 
student tries to do as many problems as possible within the time limit. 

Now we would like YOU to try learning with NUMBER MASTER!! 

On Apple II systems mount the NUMBER MASTER program diskette 
in Drive #1 and boot your system. 

On PC systems boot your system with MS-DOS. Mount the NUMBER 
MASTER program diskette in Drive A. From the MS-DOS A> prompt 
enter 


NUMBER 

followed by the “Return” key. 

To set up a learning session from the NUMBER MASTER Master Menu, 
first select one or more options (or not options) from 


C - COUNTING 
F- FLASHCARDS 
H - HELP 
R - REVIEW 
P - PRACTICE 

Then select one of the exercises (1 to 7). When the exercise starts, try to 
get to the highest level you can. You have to master your numbers to master 
NUMBER MASTER! 


NUMBER MASTER is so easy to use that you might forget to read your 
User’s Guide. So don’t forget! THE HOME SCHOOL wants you to get 
everything NUMBER MASTER has to offer. 

The NUMBER MASTER Personal Edition has been created to serve the 
needs of those who do not want permanent recordkeeping and reporting 
or printed problem sets. If you have a Personal Edition, these sections of 
the User’s Guide will not apply to you. 




olio s 








NUMBER MASTER 

User’s Guide 


by 

Dwight William Johnson 
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Important Notice —This manual and the software it describes are 
copyrighted. All rights are reserved. Neither this manual nor the software 
described herein may be copied, photocopied, reproduced, translated or 
reduced to any electronic medium or machine readable form without prior 
consent, in writing, from THE HOME SCHOOL. 

Single-Use License —THE HOME SCHOOL grants to the purchaser a non¬ 
exclusive single-use license to use the software program described herein. 
The terms of this license stipulate that at any given time only a single per¬ 
son may use the program. Ownership of the software program remains 
with THE HOME SCHOOL. Contact the publisher about licensing for 
use in environments with many simultaneous users. 

Limited Warranty —To the original purchaser only, THE HOME SCHOOL 
warrants the original magnetic diskette on which the software is recorded 
to be free of defects in materials and faulty workmanship under normal 
service and use for a period of 90 days from the date of purchase. If, dur¬ 
ing this 90 day period, a defect in the original diskette should occur, THE 
HOME SCHOOL will replace the diskette without any charge provided 
that the original purchaser has previously returned the enclosed Warranty 
Registration Card. The sole and exclusive remedy in the event of a defect 
is limited to replacement of the diskette as provided above. Return defec¬ 
tive diskettes to THE HOME SCHOOL, 3611 Boundary Street, San Diego, 
CA 92104. 

Disclaimer —THE HOME SCHOOL reserves the right to make changes 
to the specifications of the software and contents of this manual without 
obligation to notify any person or organization of such changes. THE 
HOME SCHOOL does not make any representation or warranties with 
respect to the contents of this manual or the software described in this 
manual, and specifically disclaims any implied warranties of merchantabili¬ 
ty or fitness for any particular purpose, and expressly disclaims any and 
all liability for any special, incidental, or consequential damages resulting 
from any use of the software described herein. 

Trademarks- NUMBER MASTER and THE HOME SCHOOL are 
registered trademarks of THE HOME SCHOOL. MS-DOS is a registered 
trademark of Microsoft Corporation. APPLE is a registered trademark 
of Apple Computer Inc. 
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1. INTRODUCTION 


Welcome to NUMBER MASTER! NUMBER MASTER is a very power¬ 
ful learning tool for developing addition, subtraction, multiplication, and 
division skills using whole numbers. Special emphasis is given to these skills 
in school grades, kindergarten through sixth grade. 

NUMBER MASTER builds skills with astonishing speed using an exten¬ 
sive repertoire of exercises. Beginners perform addition and subtraction 
by counting tokens, then advance to flashcards, and finally tackle exer¬ 
cises with unlimited scope. The beginning exercises provide HELP win¬ 
dows, reinforce every correct answer, and give as many chances as necessary 
to correct mistakes. The advanced exercises challenge anyone who wants 
to improve his or her number skills. You will enjoy holding NUMBER 
MASTER competitions to see who can get the highest scores. 

NUMBER MASTER adjusts automatically to your ability, so NUMBER 
MASTER grows with you. Troublesome problems are presented very often 
until they are mastered. Problems answered quickly and correctly are not 
presented again. Instead, NUMBER MASTER presents more difficult 
problems. NUMBER MASTER assigns a time limit to each exercise to 
encourage speed as well as accuracy. 

NUMBER MASTER keeps records of student work. The work record 
includes the date, exercise selected, number of problems attempted, number 
of problems correct, percent correct, and performance level reached. 
NUMBER MASTER also keeps track of both the best and the average 
work of each student. NUMBER MASTER prints out or displays on the 
screen a Work Record Report for any or all students for a selected report¬ 
ing period. Work records of all or individual students may be deleted before 
a selected cutoff date. 

In NUMBER MASTER, when the answer has two or more digits, the 
answer is entered from left to right. This reduces the total amount of “men¬ 
tal accounting” needed to keep track of carries and borrows. 

It is essential to transfer the remarkable skills in mental arithmetic 
developed using NUMBER MASTER to paper and pencil work. NUMBER 
MASTER facilitates this transfer by printing out sets of problems with 
answer sheets for selected levels of difficulty. Multiple sets may be printed 
for classroom use. Problems are generated randomly, so each set of exer¬ 
cises is unique. 
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NUMBER MASTER is ideal for home or school. It is most effective when 
used under the guidance of a person able to evaluate the learning 
requirements of the student, assign appropriate exercises, offer encourage¬ 
ment, give guidance, and monitor progress. The teacher must be patient 
but set challenging goals. What is impossible today is mastered with dif¬ 
ficulty on the day after and with ease on the day after that. When an exer¬ 
cise is too difficult at first, make up preliminary exercises with the COUNT- 
ING option and use the HELP, REVIEW and PRACTICE options 
together with paper and pencil work to overcome the obstacle. 

Students working one-half hour daily with NUMBER MASTER are able 
to master the basics of addition, subtraction, multiplication, and division 
in a much shorter time and reach a higher level of proficiency than has 
ever before been possible. You will be amazed with the results and also 
with the increased ability of your students to concentrate and work with 
a minimum of supervision. 

To make NUMBER MASTER immediately useful you will find it helpful 
to work through Chapter 2 GETTING STARTED and run the Demonstra¬ 
tion Program by pressing “D” at the Master Menu. 

The remaining chapters of this guide give detailed information about each 
of NUMBER MASTER’S features. The student and teacher facilities are 
clearly presented on menus and all necessary inputs are preceded by clear¬ 
ly written prompts, so it is not necessary to read the guide through, but 
to get the full learning power of NUMBER MASTER you should 
familiarize yourself with the guide and keep it handy for reference. 

THE HOME SCHOOL has made every effort to make NUMBER 
MASTER an easy to use and effective learning tool. We welcome your 
responses. 
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2. GETTING STARTED 


THE PROGRAM DISKETTE 

The floppy diskette, on which your NUMBER MASTER program is stored, 
is fragile, but with care you can preserve the information contained on it 
indefinitely. If you are new to the use of floppy diskettes, carefully read 
CARE OF DISKETTES in the APPENDIX. 

School Lab Packs come with backup diskettes. Other purchasers may 
obtain a backup diskette when they send in their Warranty Registration. 
See the Warranty Registraton Card for details. 


CALLING NUMBER MASTER 

Apple II Systems. Mount the NUMBER MASTER program diskette in 
Drive #1 and boot your system. 

PC Systems. NUMBER MASTER runs under the MS-DOS operating 
system. Call NUMBER MASTER as you would any program under 
MS-DOS: boot MS-DOS; mount the NUMBER MASTER program 
diskette in Drive A; from the MS-DOS A> prompt enter 

NUMBER 

followed by the “Return” key. 

You can make your NUMBER MASTER program diskette bootable by 
copying over MS-DOS and creating an AUTOEXEC file to call NUMBER. 
See MAKING NUMBER MASTER PC BOOTABLE in the APPENDIX 
for details. You can also install NUMBER MASTER on your hard drive, 
see PC HARD DRIVE INSTALLATION in the APPENDIX for details. 

All Systems. Once you have booted or called NUMBER MASTER, you 
will see the Master Menu. 
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* NUMBER MASTER * 

(C) 1985, 1986 by THE HOME SCHOOL 


Enter Selection: 

1 - Add‘+’ 

2 - Subtract 

3 - Mixed ‘ + ’ and 

4 - Multiply ‘x’ 

5 - Divide 7’ 

6 - Mixed ‘x’ and 7’ 

7 - All Types 
0 - End 

F - Flashcards 
C - Counting 
H - Help 
R - Review 
P - Practice 


HOW DO I GET OUT OF HERE? 


Even though there are many different facilities, options, windows, and 
screens in NUMBER MASTER, it is always easy to get back to the Master 
Menu from any other part of the program. If you are not on a menu display, 
enter “ctrl-E” (End) to get back to the nearest available menu display. (Press 
down the “ctrl” key and while you are keeping it down press the “E” key). 
Once you are on a menu display, just put in a series of “0” (END) entries 
until you get back to the Master Menu. 

Practice entering “0” and “ctrl-E” in different parts of NUMBER MASTER 
until you are confident that you will always be in control. 


THE DEMONSTRATION PROGRAM 

At the Master Menu display enter “D” (Demonstration) to call the 
Demonstration Program and see a brief overview of NUMBER MASTER. 

Apple II Systems. Press any key at the end of the demonstration to return 
to the Master Menu. 

PC Systems. If you didn’t see enough the first time, just wait or press the 
“Return” key and it will repeat. When you are finished with the Demonstra¬ 
tion Program, enter “0” (END) to return to the Master Menu. 


7 




FIRST WORK SESSION 


If you can’t wait, just enter a number from one to seven from the Master 
Menu to start the fun! You can’t hurt anything. If you get in over your 
head, just enter “ctrl-E” (End) to get back to the Master Menu. But before 
you try your first exercise, please note: 

In NUMBER MASTER, answers of two digits or more are 
entered from left to right. 

To illustrate some of the facilities of NUMBER MASTER, begin from the 
Master Menu and press the “H” key for HELP. Notice that the word 
“HELP” appears above the line “Enter Selection” on the Master Menu. 
This means that the HELP option is active in the program. The options 
“F” FLASHCARDS, “C” COUNTING, “H” HELP, “R” REVIEW, and 
“P” PRACTICE are displayed at the bottom of the Master Menu. Press 
“H” again and the word “HELP” goes away. Now press “H” again and, 
when you see the word “HELP”, press the “1” key for ADDITION. After 
a brief pause, you will see something like the following display: 

Addition 

HELP 

correct wrong total 

0 0 0 

Min Sec 
Total Time 0 12 

7 

+ 9 
?? 

This is the Work Display. You will hear the beep of the timer and see the 
seconds incrementing. Press the “B” (Work Break) key. The beep of the 
timer will stop and on the bottom of the screen you will see the message: 

Press any key to continue. 

After you have taken a few minutes to see what the work display has on 
it, press any key to continue. Now enter an incorrect answer to the displayed 
problem. Remember to enter your answers from left to right. Notice that, 
when you choose HELP, NUMBER MASTER gives you a second chance. 
Enter an incorrect answer the second time. Notice that NUMBER 


percent level 
0% 1 
average time 
0 seconds 
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MASTER displays the correct answer and on the bottom of the screen 
appears the message: 

Press any key to continue. 

Now press the “H” (Help) key. You will see a display like the following: 


correct 

wrong 

Addition 

HELP 

total 

percent 

level 

0 

0 

0 

0% 

1 


Min 

Sec 

average time 

Total Time 0 

12 

0 seconds 


11111111112 

“I 

012345678901234567890 
******* 


********* 

7 

+ 9 

7 + 9 = 

— 
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This is a typical HELP window. There are different kinds of HELP 
depending on the selection chosen and the difficulty of the problem. You 
may display the HELP window by pressing “H” (Help) when using the 
HELP or REVIEW options. 

Press any key to continue and when the next problem begins to display 
press the “S” (Sound) key. Notice that the timer keeps going but that you 
no longer hear it. Now press the “S” (Sound) key to turn on the sound 
again. Next, press the “H” key to display the HELP window. Next press 
the “C” (Continue) key. The HELP window will disappear. Press the “H” 
key again and, while the HELP window is displaying, enter the correct 
answer to the displayed problem. You will hear a bugle call, see a “Press 
any key to continue” message on the bottom of the screen, and NUMBER 
MASTER will wait for you to press a key. These features were activated 
when you pressed the “H” (Help) key. Press any key to continue and then 
press the “ctrl-E” (End) key twice to return to the Master Menu. 

Now try regular ADDITION. At the Master Menu with no options ena¬ 
bled, enter “1” for ADDITION. The first problem displays immediately 
and the timer begins to count down. You have five minutes for this exer¬ 
cise. Notice that in regular ADDITION entering the “B” (Work Break) 
key has no effect. The only “break” you have in regular ADDITION is 
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“ctrl-E” which ends the exercise. Answer as many problems as you can 
and enter your answers as fast as you can. For answers of two digits or 
more, remember to enter your answers from left to right. Notice that as 
you enter more and more correct answers the problems get more and more 
difficult. The difficulty of the problems is determined by the performance 
level you have reached, and the performance level is determined by how 
quickly and accurately you have answered previous problems. Try to get 
to as high a level as you can. 

When you have finished with this exercise, try ADDITION 
FLASHCARDS by first pressing “F” (Flashcards) and then “1” ADDI¬ 
TION from the Master Menu. You will see a display such as this: 

Addition 

FLASHCARDS 

correct wrong total percent level 

0 0 0 0 % 1 
Min Sec average time 

Total Time 9 56 0 seconds 



After six seconds, if you haven’t entered an answer, NUMBER MASTER 
displays the answer. Enter a series of correct and incorrect answers and 
notice that problems that have been answered incorrectly are presented more 
frequently depending on how often they have been answered incorrectly, 
while problems that are answered quickly and correctly are not seen again. 
Now answer all the problems correctly and as fast as you can. Notice that 
new and more difficult problems are presented until finally you see the 
message: 


Congratulations!!! 

You have mastered 
ADDITION flashcards. 

Press ‘c’ to continue. 

Try other exercises and notice the effect on different selections of using 
combinations of the “F” (Flashcards), “C” (Counting), “H” (Help), “R” 
(Review), and “P” (Practice) options. When you are finished trying exer¬ 
cises, return to the Master Menu. 
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Apple II Systems. Single-Disk Version. Next, from the Master Menu enter 
“T” (Teacher). Mount the back side of NUMBER MASTER and press any 
key at the message: 

Put NUMBER MASTER back side in drive 1. 

Press any key to continue. 

School Lab Packs. Next, from the Master Menu enter “0” (End). Mount 
the Teacher Diskette and press any key at the message: 

Mount new program disk. 

Press any key to continue. 

PC Systems. Next, from the Master Menu enter “T” (Teacher). 

All Systems. At the prompt: 

Enter Password: 

press the “Return” key. You will see 

* Teacher Facilities * 

NO RECORDING 

Date: 8/22/1986 
Enter Selection: 

1 - Program Control 

2 - Student Entry 

3 - Student List 

4 - Work Records 

5 - Problem Sets 

0 - End 

You are now in the Teacher Facilities. You will use these facilities when 
you start keeping student work records and to print out problem sets for 
paper and pencil practice. Chapter 4 gives a complete description of the 
Teacher Facilities. When you are finished looking around, press “0” (END) 
to return to the Master Menu. 

This completes your first work session. Enter “0” (End) to leave NUMBER 
MASTER. 
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HOW TO CHOOSE EXERCISES 


Considerable judgment and forethought are required and an accurate 
assessment of the student’s current number skills must be made in order 
to know how to most effectively assign exercises to each individual stu¬ 
dent. The accredited elementary teacher, of course, has the best training 
for doing this. However, the love and direct personal concern of a parent 
for the success in life of his or her children are unique factors which make 
the parent extremely well qualified to make this assessment and supervise 
a learning program should the circumstances warrant it. If you are a parent 
and have personally mastered the skills that are taught in the elementary 
school curriculum, you should consider yourself qualified to administer 
a home schooling program to your children. Make the time to do it and 
use your best judgment as to what would be advantageous to them. What 
you lack in training may be made up and surpassed by your individual 
attention to the specific learning needs of your children. 

In general, you should keep in mind that the process of COUNTING is 
fundamental to all the basic number skills. You can make a large number 
of individualized exercises using the COUNTING option which are very 
helpful in mastering the basic operations of addition, subtraction, 
multiplication, and division. See how to set up exercises in the discussion 
of the COUNTING option in chapter 3. 

Mastery of the FLASHCARDS exercises is essential for success at regular 
ADDITION, SUBTRACTION, MULTIPLICATION, and DIVISION. 
The FLASHCARDS exercises are extremely powerful and effective. They 
are very challenging for someone just learning basic number facts. Even 
more advanced students will find them quite helpful and challenging. For 
the quickest mastery, work with FLASHCARDS exercises using the HELP 
and REVIEW options. If at first the student cannot handle the 
FLASHCARDS problem timeouts, use PRACTICE FLASHCARDS. In 
these exercises the student still has HELP windows but the problems do 
not time out. Do not be surprised if thirty or more work sessions are 
required before a given FLASHCARDS exercise is mastered. Once a 
FLASHCARDS exercise has been mastered, keep the student working with 
it until he or she can do it with ease. Even then, be sure to have the student 
review it frequently as he or she goes on to more advanced work. Use 
FLASHCARDS as warmup exercises for more advanced work. 

Combining options as in HELP COUNTING and PRACTICE COUNT¬ 
ING FLASHCARDS creates exercises which combine the features of the 
options used separately. These exercises are especially powerful and 
effective. 
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In COUNTING and FLASHCARDS exercises there are a limited number 
of problems and, when each has been solved correctly and quickly, these 
exercises are completed. Once it is easy for the student to master these 
exercises and he or she is well along into more advanced work, they may 
be discontinued. On the other hand, the problems for the regular ADDI¬ 
TION, SUBTRACTION, MULTIPLICATION, DIVISION, and MIXED 
selections are determined randomly with the difficulty determined by the 
past performance of the student. The performance levels may go higher 
and higher and the problems may become progressively more difficult. Your 
skills are the only limit. You can profit from doing these exercises at any 
age, whenever you want or need to quickly sharpen your basic number 
skills or just for the challenge of it. Set records and then beat them! 


13 



3. STUDENT FACILITIES 


The NUMBER MASTER Student Facilities consist of the Master Menu, 
exercises, Work Displays, HELP windows, and sound effects designed to 
build, improve, and maintain basic number skills. 


THE MASTER MENU 

Call NUMBER MASTER as explained in Chapter 2. The first thing 
NUMBER MASTER will display is the Master Menu. 

* NUMBER MASTER * 

(C) 1985, 1986 by THE HOME SCHOOL 

COUNTING FLASHCARDS 

Enter Selection: 

1 - Add ‘ + 5 

2 - Subtract 

3 - Mixed * + ’ and 

4 - Multiply ‘x’ 

5 - Divide 7* 

6 - Mixed ‘x’ and 7’ 

7 - All Types 
0 - End 

F - Flashcards 
C - Counting 
H - Help 
R - Review 
P - Practice 

Your display may be different from the illustration above the line “Enter 
Selection” because the upper part of the display shows what options are 
active in the program. 

It is very easy to use NUMBER MASTER. Simply enter the number of 
the exercise you want to do from.the Master Menu after first setting or 
disabling the options you want. 


OPTIONS 

The exercises selected by entering the keys from 1 to 7 on the Master Menu 
are significantly changed by first entering the option keys “F” 
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FLASHCARDS, “C” COUNTING, “H” HELP, “R” REVIEW, or “P” 
PRACTICE. 

COUNTING, HELP, REVIEW, and PRACTICE are all considered forms 
of remediation. The exercises performed with these options enabled are 
not recorded. 

A regular exercise is one with no options enabled. Regular and 
FLASHCARDS exercises may be recorded for later summary on Work 
Record Reports. Also, the problems answered incorrectly on these exer¬ 
cises are saved in a special REVIEW file, and these problems become a 
problem set when you do the exercise with the REVIEW option enabled. 
See the section RECORDING WORK below in this chapter for more in¬ 
formation on recording work. See Chapter 4 for more information on Work 
Record Reports. See the section on the REVIEW option below for more 
information on this feature of NUMBER MASTER. 

Options may be used in combination, but not every option may be used 
with every other option. Setting one option will automatically disable those 
options which are not compatible. 

Enabling and Disabling Options. Once a selection has been made, the 
exercise begins immediately. Therefore, to make an option effective in a 
work selection, it is necessary to press the key representing the option before 
pressing the key for the number of the selection. 

To enable an option simply press the key which stands for it on the Master 
Menu. That is, press “F” for FLASHCARDS, “C” for COUNTING, “H” 
for HELP, “R” for REVIEW, and “P” for PRACTICE. When an option 
is enabled, its name appears above the “Enter Selection” line on the Master 
Menu and also on the Work Display just below the selection name (see 
The Work Display section in this chapter). For example, in the illustration 
of the Master Menu above, the options COUNTING and FLASHCARDS 
are enabled. 

To disable an option simply press the key which stands for it again. When 
an option is disabled, its name is not displayed above the “Enter Selec¬ 
tion” line on the Master Menu nor on the Work Display. 


FLASHCARDS 

The FLASHCARDS option is enabled by pressing the “F” key from the 
Master Menu. FLASHCARDS exercises present a pre-specified set of 
problems. 
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In the case of the selections ADDITION, MULTIPLICATION, and DIVI¬ 
SION WITH NO REMAINDERS the problem set consists of all of the 
selected type of problem which may be created out of two numbers in the 
range 0 to 10. For example, for ADDITION these are: 0 + 0, 0+1, 1+0, 
1 + 1 , . . . , 10 + 10 . 

In the case of the selections SUBTRACTION, DIVISION WITH RE¬ 
MAINDERS, the MIXED selections, and ALL TYPES the problem set 
consists of all of the selected type of problem which may be created out 
of one number in the range 0 to 10 and a second in the range 0 to 20. For 
example, for SUBTRACTION these are: 0-0, 1-0, 1-1, 2-0, . . . , 20-10. 

In the case of COUNTING FLASHCARDS the problem set consists of 
all the additions, subtractions, multiplications, or divisions which can be 
made out of multiples of the count multiple in the count range. For more 
information see the section on COUNTING in this chapter. 

Each FLASHCARDS problem is presented in turn. If it has not been 
answered within six seconds, the problem is presented with its answer for 
three seconds. Depending on the performance of the student and the selec¬ 
tion, NUMBER MASTER may add to or take away from the starting 
FLASHCARDS deck, change to a new deck, or shuffle the deck into a 
different order until either the time limit for the exercise has been reached, 
the student has accumulated too many errors, or else the student has cor¬ 
rectly answered all the problems in the problem set. 

Every time a problem is answered incorrectly or the student fails to answer 
it within six seconds, NUMBER MASTER places it in a remediation deck. 
Although a problem occurs only once in the problem set, it may occur 
many times in the remediation deck. Except for the first time through 
COUNTING exercises, NUMBER MASTER alternates between present¬ 
ing problems from the main deck and the remediation deck. 

NUMBER MASTER maintains an individual record of performance for 
each problem in both the main deck and the remediation deck. When, for 
any occurrence of a problem in a deck, the student achieves an accuracy 
of better than 80% and an average time to answer of fewer than three 
seconds, NUMBER MASTER removes that occurrence of the problem 
from its deck. When all of the problems in the problem set have been taken 
out of the main deck in this way, the student has mastered the exercise 
and NUMBER MASTER displays the message: 

Congratulations!!! 

You have mastered 

(SELECTION) flashcards. 
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COUNTING 


The ability to count is the key to number mastery. In fact, counting is an 
inherent part of the very concept of number. All arithmetic is built on 
counting. The COUNTING option is enabled by pressing “C” from the 
Master Menu. 

You can set up many useful exercises with the COUNTING option. For 
example, to learn the use of “0” as a decimal place holder, the student might 
practice counting by tens to one hundred. To set up this exercise, press “C” 
to enable COUNTING and then select “1” ADDITION. You will next see 
the following display: 


Addition 

COUNTING 

Counting by what number? - 

For example by 

1:0, 1, 2, 3, . . . , 

2: 0, 2, 4, 6, . . . , 

3: 0, 3, 6, 9, . . . , 

etc.: . . 

up to 100: 0, 100, 200, 300, .... 

Answer the question “Counting by what number?” by entering “10” and 
pressing the “Return” key. This is the count multiple. 

NUMBER MASTER next displays: 

Counting to what number? - 

Here enter “100” and press the “Return” key. This is the count limit. 

NUMBER MASTER now asks: 

Is Everything Correct? (Y/N) 

Once all entries have been made correctly, enter “Y” for “Yes”. Otherwise, 
enter “N” for “No”, and reenter. 

COUNTING ADDITION, SUBTRACTION, MULTIPLICATION, and 
DIVISION each have one level. 
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In COUNTING ADDITION and COUNTING MULTIPLICATION, the 
problem set consists of all the additions or multiplications of the count 
multiple from zero to the count limit. 

In COUNTING SUBTRACTION and COUNTING DIVISION, the prob¬ 
lem set consists of all the subtractions or divisions of the count multiple 
from the count limit to zero. COUNTING DIVISION problems are 
presented with the dividend missing. For example, 100/10=10 is presented: 

??? / 10 = 10 

There are two levels to COUNTING MIXED ADDITION AND SUB¬ 
TRACTION and COUNTING MIXED MULTIPLICATION AND DIVI¬ 
SION. First, all the additions or multiplications of the count multiple from 
zero to the count limit are presented as problems. When these have been 
answered quickly and without mistakes, all of the subtractions or divisions 
of the count multiple from the count limit to zero are presented as problems. 

You can even do COUNTING ALL TYPES. This has four levels and is 
a combination of COUNTING MIXED ADDITION AND SUBTRAC¬ 
TION with COUNTING MIXED MULTIPLICATION AND DIVISION. 

When all problems have been answered quickly and without mistakes, the 
student has mastered the exercise and NUMBER MASTER displays the 
message: 


Congratulations!!! 

You have mastered 

COUNTING BY 10 TO 100. 

COUNTING and FLASHCARDS can be used together. These exercises 
are especially powerful and effective. As an example, suppose the student 
is learning to multiply and gets stuck on the sevens. Then use the COUNT¬ 
ING option to set up a FLASHCARDS deck of only multiples of seven. 

First, from the Master Menu, enter “F” (FLASHCARDS), then enter “C” 
(COUNTING) and finally select “4” MULTIPLICATION. Now enter the 
following: 


Counting by what number? 7 

Counting to what number? 84 

Is Everything Correct? (Y/N) Y 
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This exercise is typical of the FLASHCARDS COUNTING exercises for 
ADDITION, SUBTRACTION, MULTIPLICATION, and DIVISION. 
These exercises have one level. NUMBER MASTER first presents all the 
multiplication by seven problems as flashcards in ascending sequence from 
7x1 = 7 to 7x12 = 84. When these have been answered quickly and cor¬ 
rectly, NUMBER MASTER presents the same problems in random order. 
When these have been answered quickly and correctly, the student has 
mastered the exercise and NUMBER MASTER displays: 

Congratulations!!! 

You have mastered 

the COUNTING BY 7 TO 84 flashcards. 

There are three levels to FLASHCARDS COUNTING MIXED ADDI¬ 
TION AND SUBTRACTION and FLASHCARDS COUNTING MIXED 
MULTIPLICATION AND DIVISION. In this case, on the first level 
NUMBER MASTER presents all the addition or multiplication problems 
of the count multiple in ascending sequence to the count limit. When these 
have been answered quickly and correctly, NUMBER MASTER presents 
the same problems in random order. When these have been answered quick¬ 
ly and correctly, NUMBER MASTER advances to level two. On level two 
all the subtraction or division problems beginning with the count limit are 
presented in descending sequence. When these have been answered quick¬ 
ly and correctly, NUMBER MASTER presents these same problems in ran¬ 
dom order. When these have been answered quickly and correctly, 
NUMBER MASTER advances to level three. On level three the student 
must first ascend by additions or multiples and then descend by subtrac¬ 
tions or divisions. The mixed problems are then presented together in ran¬ 
dom order until they have all been answered quickly and correctly. The 
student has then mastered the exercise. 

The FLASHCARDS COUNTING ALL TYPES exercise combines the 
FLASHCARDS COUNTING MIXED ADDITION AND SUBTRAC¬ 
TION and FLASHCARDS COUNTING MIXED MULTIPLICATION 
AND DIVISION exercises together and has six levels. 

COUNTING Exercises Range and Limits. In general, the NUMBER 
MASTER COUNTING option supports the following range of exercises: 

OPTIONS: FLASHCARDS, PRACTICE, HELP 

SELECTIONS All 

Counting by what Number? 1..100 

Counting to what number? 2.. 10000 

Up to 100 problems may be in the problem set. 
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HELP 


The HELP option is enabled by pressing “H” on the Master Menu. HELP 
may be enabled with both regular and FLASHCARDS exereises, it 
automatically enables the PRACTICE option, and it is automatically 
enabled by the REVIEW option and PRACTICE FLASHCARDS. The 
HELP option is available with the COUNTING option. HELP exercises 
are not recorded. 

During a HELP exercise, NUMBER MASTER gives the student two 
chances to correctly answer each problem, and if he or she puts in the wrong 
answer, NUMBER MASTER displays the right answer. Also, NUMBER 
MASTER displays the HELP window for the current problem whenever 
the student presses “H” (Help). To make the HELP window disappear the 
student may press the “C” key. The forms of the HELP windows, even 
whether for a given problem there exists a HELP window, are different 
for each exercise. 

For very easy problems, such as 1x1 = 1, the HELP window simply displays 
the problem with its answer. For more difficult problems the form of the 
HELP window depends on (he selection and the difficulty of the problem. 
The teacher should be prepared to explain the HELP window to the 
student. 

ADDITION HELP. For ADDITION problems where the largest operand 
is less than or equal to ten there is a graphic display HELP window which 
lays out a number of tokens representing each operand along a ruler as 
illustrated below. The student may read the answer directly off the ruler. 



When the largest operand is between 11 and 99, the HELP window breaks 
each operand down into a tens part and a ones part and makes a sub¬ 
problem out of each part to call attention to the tens carry as illustrated 
below. The student solves each subproblem separately. 
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19 

= 10 + 

9 

12 

= 10 + 

2 

10 


9 

+ 10 


+ 2 

20 

20 

11 


+ 11 

31 



19 

+ 12 


?? 


SUBTRACTION HELP. For SUBTRACTION problems where the largest 
operand is less than or equal to 20 there is a graphic display HELP win¬ 
dow which lays out a number of tokens representing each operand along 
a ruler as illustrated below. The student may read the answer directly off 
the ruler. 


11111111112 

"I 

012345678901234567890 


*** 

9 


- 3 

9 - 3 = 

?? 




When the largest operand is between 21 and 99, the HELP window breaks 
each operand down into a tens part and a ones part and makes a sub¬ 
problem out of each part to call attention to the tens borrow as illustrated 
below. The student solves each subproblem separately. 
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33 = 20 + 13 
19 = 10 + 9 


20 13 

-10 - 9 

10 4 

10 
+ 4 

14 


33 

-19 

?? 


MIXED ADDITION AND SUBTRACTION HELP. This is an advanced 
exercise. There are no special HELP windows. When HELP is enabled 
the student gets two trys to answer each problem and if he or she answers 
a problem incorrectly, NUMBER MASTER displays the right answer. 

MULTIPLICATION HELP For MULTIPLICATION problems where the 
largest operand is less than ten there is a graphic display HELP window 
which lays out a number of tokens representing each operand in rows as 
illustrated below. The student may read the answer directly off the display. 



When the largest operand is between 20 and 99, the HELP window uses 
the distributive law to break each operand down into a tens part and a 
ones part and makes a subproblem out of each part to call attention to 
the tens carry as illustrated below. The student solves each subproblem 
separately. 
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DIVISION HELP. For DIVISION problems where both the divisor and 
the answer are less than ten there is a graphic display HELP window which 
lays out a number of tokens representing the divisor and answer in rows 
as illustrated below. The student may read the answer directly off the 
display. 



When the quotient is greater than or equal to 10, the dividend is between 
20 and 99, and the divisor is less than 10, the HELP window breaks the 
dividend down into a tens part and a ones part and makes a subproblem 
out of each part to call attention to the tens carry as illustrated below. 
The student solves each subproblem separately. 
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85 = 8x10 + 5 
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MIXED MULTIPLICATION AND DIVISION HELP. This is an advanced 
exercise. There are no special HELP windows. When HELP is enabled 
the student gets two trys to answer each problem and if he or she answers 
a problem incorrectly, NUMBER MASTER displays the right answer. 

ALL TYPES HELP. This is an advanced exercise. There are no special 
HELP windows. When HELP is enabled the student gets two trys to answer 
each problem and if he or she answers a problem incorrectly, NUMBER 
MASTER displays the right answer. 


REVIEW 

Using the REVIEW option, you can work on just those problems that are 
giving you trouble. The REVIEW option is enabled by pressing “R” from 
the Master Menu. Enabling the REVIEW option automatically enables 
the HELP option. 

Whenever you do a regular or FLASHCARDS exercise, the problems you 
miss are stored on the diskette in a special REVIEW file. Immediately or 
at some later time you may then REVIEW that exercise and bring back 
just the problems you missed as a problem set. COUNTING, HELP, and 
PRACTICE exercises do not generate REVIEW problems. If there are no 
REVIEW problems for a particular selection, NUMBER MASTER will 
display the message: 

No Review problems. 

Press any key to continue. 
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Each enrolled student has his or her own individual REVIEW file. You 
may REVIEW the selection as many times as you wish, but the next time 
you do that selection as a normal exercise, the problems you miss at that 
time will replace those of the original REVIEW problem set. 

NUMBER MASTER keeps track of student performance for each 
individual problem of a REVIEW set. If a student continues to have dif¬ 
ficulty with a problem, it appears more often than a problem which the 
student answers easily. When all the REVIEW problems can be answered 
quickly and correctly, NUMBER MASTER ends the exercise with the 
message: 


Congratulations!!! 
You have mastered 
REVIEW (Selection). 


PRACTICE 

The PRACTICE option is enabled by pressing the “P” key from the Master 
Menu. The PRACTICE option disables work recording and the normal 
time limit for a work selection. The time limit for a PRACTICE exercise 
is 30 minutes. In most cases the student will want to end the exercise before 
this by pressing “ctrl-E” (End). The HELP and REVIEW options 
automatically enable the PRACTICE option. 

When used with FLASHCARDS, the PRACTICE option also disables 
problem timeout and automatically enables HELP windows. These exer¬ 
cises are very useful for beginners and very young students. 


SELECTIONS 

The selections “1” ADDITION, “2” SUBTRACTION, “3” MIXED AD¬ 
DITION AND SUBTRACTION, “4” MULTIPLICATION, “5” DIVI¬ 
SION, “6” MIXED MULTIPLICATION AND DIVISION, and “7” ALL 
TYPES are clearly displayed on the Master Menu. Pressing a number from 
“1” to “7” on the Master Menu selects a basic number exercise in which 
all of the problems in the exercise are of a specific type. Entering “1”, for 
example, selects an exercise in which all of the problems are ADDITION 
problems. 

Be sure to enable the options you want before entering your 
selection. Once you have made your selection, the exercise 
begins immediately. 
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Certain options, namely, FLASHCARDS, COUNTING, and REVIEW, 
completely determine the problem set of a selection and the way this prob¬ 
lem set is presented. But when no options are enabled or with only the 
options HELP or PRACTICE enabled, the selected exercises have their 
own specific characteristics: 

• Each exercise begins with very easy problems on level one. 

• NUMBER MASTER chooses each problem randomly. The 
performance level determines the average difficulty of the 
problems. 

• When answers are entered quickly and correctly, NUMBER 
MASTER moves the level up. When answers are entered slow¬ 
ly and with mistakes, NUMBER MASTER stays at the cur¬ 
rent level or moves the level down. 

• Each exercise runs to its time limit, until the student has made 
too many mistakes, or until “ctrl-E” (End) is entered. 

Also, certain selections have unique features. 

MIXED ADDITION AND SUBTRACTION Exercises. These exercises 
alternate randomly between the problems presented in ADDITION and 
those presented in the SUBTRACTION exercises, except that the problems 
may also be presented with one part missing. For example, the problem 

3 

+ 2 
? 


may also be presented either as 


? 

+ 2 
5 


or as 


3 

-i- ? 
5 
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DIVISION Exercises. The DIVISION exercises present problems either with 
or without remainders. After selecting “5” on the Master Menu, NUMBER 
MASTER displays: 


(R)emainders or (N)o Remainders? 

Enter “R” for problems with Remainders, or enter “N” for problems with 
No Remainders. Answers to DIVISION with remainders problems have 
two parts. 

MIXED MULTIPLICATION AND DIVISION Exercises. These exercises 
alternate randomly between the problems presented in MULTIPLICATION 
and those presented in the DIVISION exercises, except that the problems 
may also be presented with one part missing. For example, the problem 

3 

x 2 
? 


may also be presented either as 


? 

x 2 
6 


or as 


3 

x ? 

6 

ALL TYPES E xercises. These exercises combine the problems presented 
in MIXED ADDITION AND SUBTRACTION and those presented in 
MIXED MULTIPLICATION AND DIVISION. 


RECORDING WORK 

NUMBER MASTER may be set up in several different ways to record 
student work for later summary on student Work Record Reports. When 
you first get NUMBER MASTER, it is not set up to record work. 
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Whenever NUMBER MASTER is set up to record work, the Recording 
Date will appear on the Master Menu above the line “Enter Selection”. 
On the other hand, if you do not see the Recording Date displayed on 
the Master Menu, you know you are not recording work. In the Master 
Menu illustration below, the display of the line “Date: 3/9/1985” clearly 
indicates that work recording is enabled. 

* NUMBER MASTER * 

(C) 1985, 1986 by THE HOME SCHOOL 

CHRIS is the only user 

Date: 3/9/1985 

COUNTING FLASHCARDS 

Enter Selection: 

1 - Add 4 + ’ 

2 - Subtract 

3 - Mixed 4 + ’ and 4 -’ 

4 - Multiply 4 x’ 

5 - Divide 7’ 

6 - Mixed 4 x’ and 7 5 

7 - All Types 
0 - End 

F - Flashcards 
C - Counting 
H - Help 
R - Review 
P - Practice 

When recording work, all regular and FLASEICARDS exercises are record¬ 
ed. COUNTING, HELP, REVIEW, and PRACTICE exercises are not 
recorded. Also, when recording work, each user must be entered as a stu¬ 
dent into the computer and must sign on with his or her individual iden¬ 
tification code or Student ID. The work recording options are set up in 
the Teacher Facilities on the Program Control Menu. See Chapter 4 for 
details. 

Apple II Systems. On Apple systems student records are kept on separate 
DOS 3.3 initialized diskettes. See INITIALIZING APPLE FILES 
DISKETTES in the APPENDIX for help initializing diskettes. 

Apple II Single Drive Systems. On Apple Single Drive systems the Pro¬ 
gram Diskette and the Files Diskette must go in the same drive. NUMBER 
MASTER prompts for the Files Diskette with: 
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Mount Files Diskette in Drive #1. 

Press any key to continue. 

NUMBER MASTER prompts for the Program Diskette with: 

Mount Program Diskette in Drive #1 
Press any key to continue. 


SINGLE USER 

When recording work and only one student is using NUMBER MASTER, 
this student may be designated as a Single User. In the Master Menu 
illustration above, the line 

CHRIS is the only user 

shows that the student with CHRIS as his Student ID has been designated 
as a Single User. When there is a Single User, all work is recorded with 
the Student ID of the designated Single User. A Single User is declared 
in the Program Control section of the Teacher Facilities. 

NUMBER MASTER automatically signs on the Single User when one is 
designated, so the student may go directly to his selected exercises without 
having to sign himself on each time. 


THE RECORDING DATE 

The Recording Date displayed above the line “Enter Selection” on the 
Master Menu (and also on menus in the Teacher Facilities) must be kept 
up to date in order to have any meaning on Work Record Reports. 

Setting the Recording Date is done in the Teacher Facilities on the Pro¬ 
gram Control Menu. You may wish to set the Recording Date when you 
first get NUMBER MASTER, or if you have not used the program for 
some time. 

For normal day-to-day operation, however, you will find it most conven¬ 
ient to use the NUMBER MASTER Recording Date increment feature from 
any menu where it is displayed. 

Incrementing the Date. Increment the Recording Date from the Master 
Menu by pressing the “ + ” key or decrement by pressing the key. If 
you need to go forward or back a number of days, just hold the key down. 
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When the TEACHER RECORDING option (see Chapter 4) is in effect 
and the teacher has selected a password, then, after entering “ + ” or 
the first two characters of the password must be entered as follows: press 
the “ctrl” key and while holding it down enter the first and then the second 
character of the password. This password protection of the date applies 
only to the Master Menu and is not required to increment the date from 
other menus. 


SIGNING ON 

NUMBER MASTER can record work for any number of students, but, 
unless there is a Single User, each student must sign on with his or her 
Student ID, so that NUMBER MASTER will know whose work it is. 

When recording work, for each regular, FLASHCARDS, or REVIEW 
exercise, after the student enters the number of the exercise he or she has 
selected, NUMBER MASTER displays: 

Student ID: - 

Press ‘Return’ to exit. 

If you press “Return” now, you may continue with the selected exercise, 
but NUMBER MASTER will not record it. Also, if this is a REVIEW 
exercise and you press “Return”, NUMBER MASTER will look for 
REVIEW records in the general student REVIEW file instead of in the 
REVIEW file for a particular student. 

In order to sign on, you must enter the Student ID of a student on 
NUMBER MASTER’S Student List. The sign on procedure depends on 
whether STUDENT RECORDING or TEACHER RECORDING is in 
effect. These options are set on the Program Control Menu in the Teacher 
Facilities. See Chapter 4. 

Sign on under TEACHER RECORDING. Under TEACHER RECORD¬ 
ING new students are registered only in the Student Entry section of the 
Teacher Facilities. See Chapter 4. 

Suppose that CHRIS is the Student ID of a student registered in NUMBER 
MASTER. Then after entering “CHRIS” followed by the “Return” key, 
you would see: 
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chris 


Student ID: 

Student Name: 

Christopher Warren Taber Johnson 
Birthdate: 4/5/1978 

Is Everything Correct? (Y/N) 

Suppose that when you see the Student Name displayed for the student 
whose Student ID is “CHRIS”, you see that this is not the student you 
wanted to sign on. Then at the message: 

Is Everything Correct? (Y/N) 

enter “N” (No) and enter the correct Student ID. If required, you can get 
a complete List of Students registered in NUMBER MASTER together 
with their correct Student IDs in the Teacher Facilities. See Chapter 4. 

Suppose you entered “CHRID” by mistake. Then NUMBER MASTER 
would display: 


Student ID: chrid 

Not on file. 

Press V to (r)eenter. 

Press ‘Return’ to exit. 

You may press the “Return” key now to return to the Master Menu. Other¬ 
wise, enter “R” (Reenter) and enter the correct Student ID. 

When you or your student has entered the correct Student ID, then at the 

message 


Is Everything Correct? (Y/N) 

enter “Y” (Yes). The selected exercise will begin immediately. 

Sign on under STUDENT RECORDING. Under STUDENT RECORD¬ 
ING, at sign on you can register new students, you can change the Names, 
Student IDs, and Birthdates of old students, and you can delete students 
no longer using NUMBER MASTER. These facilities arc nearly identical 
to those provided in the Teacher Facilities. See the Student Entry section 
of the Teacher Facilities for details on how to enter, change, and delete 
students. 
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Suppose CHRIS is the Student ID of a student registered in NUMBER 
MASTER, then after entering “CHRIS” followed by the “Return” key, you 
would see: 


Student ID: chris 

Student Name: 

Christopher Warren Taber Johnson 
Birthdate: 4/5/1978 

Is Everything Correct? (Y/N) 

Suppose that when you see the Student Name displayed for the student 
whose Student ID is “CHRIS”, you see that this is not the student you 
wanted to sign on. Then at the message 

Is Everything Correct? (Y/N) 

enter “N” (No). NUMBER MASTER will display: 

1 - Student ID: chris 

2 - Student Name: 

Christopher Warren Taber Johnson 

3 - Birthdate: 4/5/1978 

Enter # of item to change: 

Press ‘Return’ if no change. 

Enter ‘d’ to delete. 

You want a different Student ID, so you want to change item #1. Enter 
“1” and NUMBER MASTER will display: 

1 - Student ID: - 

Press ‘Return’ to exit. 

Enter the correct Student ID. If required, you can get a complete list of 
students registered in NUMBER MASTER together with their correct Stu¬ 
dent IDs in the Teacher Facilities. See Chapter 4. 

Suppose you entered “CHRID” by mistake. Then NUMBER MASTER 
would display: 


Student ID: chrid 

Not on file 

Press ‘r’ to (r)eenter. 

or ‘n’ if (n)ew student. 

Press ‘Return’ to exit. 
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If you entered the Student ID correctly, and NUMBER MASTER tells you 
the student is “Not on file”, then either the student is new or the student 
is registered under a different Student ID. 

If the student is new, then press “N” (New). See the section Student Entry 
in the Teacher Facilities for help registering a new student. 

If you know the student you want is already registered, check the List of 
Students to find out the student’s registered Student ID. To get a List of 
Students see the Student List section in Chapter 4. 

At the “Not on file” message you may press the “Return” key to return 
to the Master Menu. Otherwise, enter “R” (Reenter) and enter the correct 
Student ID. 

When the student has entered the correct Student ID, NUMBER MASTER 
will display the student’s name and birthdate: 

1 - Student ID: chris 

2 - Student Name: 

Christopher Warren Taber Johnson 

3 - Birthdate: 4/5/1978 

Enter # of item to change: 

Press ‘Return’ if no change. 

Enter ‘d’ to delete. 

Look over the display. When everything is the way you want it, press the 
“Return” key for “no change”. The selected exercise will begin immediately. 


THE STUDENT WORK SESSION 

For best results, students should work with NUMBER MASTER for at 
least half an hour each day. A regular hour, the earlier in the day the better, 
is more effective than a haphazard hour. Once an unvarying work routine 
is established, you will see substantial progress every day. But if you break 
for weekends and holidays, or miss when it is inconvenient, you will have 
to be satisfied with less consistent progress. It’s up to you. 

Generally, the most effective method of working is to concentrate on one 
of the arithmetic operations (addition, subtraction, multiplication, or divi¬ 
sion) at a time. REVIEW the mistakes you made yesterday. Then break 
new ground with the HELP option. Overcome any thinking obstacles with 
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COUNTING. Develop speed with FLASHCARDS. Finally, attempt the 
regular exercise and try to reach a new level. 

Once a selection has been made from the Master Menu, if work recording 
is active, the student signs on. If you need help signing on, see the Record¬ 
ing Work section above. After student sign on, the screen display changes 
to the work display. Here NUMBER MASTER presents one problem after 
another in the center of the screen. 

Answer Entry. Answers are entered from left to right. NUMBER MASTER 
displays the number of digits it expects to see in the answer and when the 
student has entered that number of digits, the answer entry is complete. 
The “Return” key is not accepted as part of answer entry. When an answer 
has two or more digits, or, as with DIVISION WITH REMAINDERS 
problems, the answer has two parts, the “Backspace” key may be entered 
to delete the most recently entered answer digit. 

How to Pause between Problems. Once the student has entered an answer, 
NUMBER MASTER immediately goes to the next problem. If this is too 
fast for you, use HELP. Display of the HELP window by pressing the “H” 
(Help) key or entering an incorrect answer in HELP or REVIEW exer¬ 
cises makes NUMBER MASTER pause after the answer is entered. 

Taking a Work Break. NUMBER MASTER will also pause when the “B” 
(Work Break) key is pressed while using the HELP, REVIEW and PRAC¬ 
TICE options. In HELP FLASHCARDS use the “B” (Work Break) key 
to stop NUMBER MASTER if you need more than six seconds to answer 
the problem. 

Exercise Termination. A time limit is assigned to each exercise. If too many 
mistakes are made in an exercise, the exercise terminates early even though 
there may still be time left. In this case, NUMBER MASTER displays the 
following message: 

Very good attempt. 

Press ‘c’ to continue. 

Otherwise, when the time limit for the exercise has been reached, NUMBER 
MASTER displays the following message: 

Very good. Time is up. 

Press ‘c’ to continue. 

When the student presses “C” at either of these messages, his or her work 
is recorded and the mistakes are saved for later REVIEW. On the other 
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hand, pressing “ctrl-E” (End) at this point, will bypass recording the stu¬ 
dent’s work and the mistakes will not be saved for later REVIEW. In fact, 
the student’s previous REVIEW file for this selection will still remain intact. 


THE WORK DISPLAY 

When a selection has been made from the Master Menu, the screen display 
changes to the work display. Here NUMBER MASTER presents one prob¬ 
lem after another in the center of the screen. At the top of the screen 
NUMBER MASTER displays information about the performance of the 
student: 


Addition 


FLASHCARDS 

correct wrong 

total 

percent level 

12 4 

16 

75% 2 

Min 

Sec 

average time 

Total Time 9 

02 

4 seconds 


3 

+ 1 
? 


Throughout each exercise, NUMBER MASTER maintains a tally of the 
number of correct answers, the number of wrong answers, the total number 
of problems attempted, the percent correct, the performance level, the time 
left, and the average time taken to answer each problem. 

The Performance Level. The number of levels an exercise has depends on 
the selection and options enabled: 


35 






Option Selections Levels 

None All No 

Limit 

FLASHCARDS ADDITION 12 

MULTIPLICATION 
DIVISION WITH 
NO REMAINDERS 

SUBTRACTION 22 


DIVISION WITH 
REMAINDERS 
MIXED 
ALL TYPES 


COUNTING ADDITION 1 

SUBTRACTION 
MULTIPLICATION 
DIVISION 

MIXED 2 

ALL TYPES 4 

COUNTING 

FLASHCARDS MIXED 3 

ALL TYPES 6 


When you enter answers quickly and correctly on your current level, 
NUMBER MASTER advances you to the next higher level and gives you 
harder problems to solve. On the other hand, if you are having trouble 
with the problems on a certain level, NUMBER MASTER may reduce you 
to a lower level with easier problems. 

NUMBER MASTER keeps a record of the last four problems answered. 
When the following conditions are met, NUMBER MASTER advances 
the performance level by one: 

• The percent correct for all problems is greater than 80%. 

• All of the last four problems were correct. 
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• The average time for the last four problems was less than six 
seconds. 

When the average percent for all problems falls below 70%, NUMBER 
MASTER decreases the performance level by one. 

These general rules are modified for certain selections and options. 

For FLASHCARDS exercises which are not COUNTING exercises, the 
problems are grouped together by the largest operand. For example, in 
FLASHCARDS ADDITION the problem 0 + 0-0 is a group, 0+1-1, 
1+0—1, and 1 + 1 = 2 are a group, and so forth. 

The FLASHCARDS level is the number of groups for which the follow¬ 
ing is true: 

• All of the problems in the group have been attempted at least 
once. 

• An average of over 80% correct has been maintained for the 
group. 

® The average time per problem in the group is less than three 
seconds. 

For regular COUNTING, all problems within the range must be correct 
and the average time to answer each problem must be less than three 
seconds to advance to the next level. 

FLASHCARDS COUNTING is the same as regular COUNTING for the 
first time through the counting range on each level. Then every problem 
must be individually answered with greater than 80% accuracy in less than 
an average of three seconds in order to advance to the next level. 

The l ime Limit. NUMBER MASTER assigns a certain amount of time 
to accomplish each exercise. NUMBER MASTER allows 30 minutes for 
a HELP, REVIEW, or PRACTICE exercise. For the other options 
NUMBER MASTER assigns a time limit which varies with the exercise. 
The time limit for regular selections is five minutes, for regular 
FLASHCARDS selections it is ten minutes, and for COUNTING selec¬ 
tions the time limit varies with the total number of problems in the prob¬ 
lem set. 
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Early Termination. If the student makes too many mistakes, the exercise 
ends before the time limit. Too many mistakes may be either a total of 
30 mistakes or less than 70 overall percent correct in an exercise with over 
30 problems attempted. 


IMPROVING YOUR SCORE 

A knowledge of exactly how NUMBER MASTER changes levels, as 
discussed above, will help you get the highest possible scores. Also, try these 
tips: 


Keep your eyes on the problem display. Never look at the 
scoreboard while you are doing an exercise. 

Never look at the keyboard. Keep all the fingers in position at 
all times over the number keys with the little finger of the left 
hand on the “1” key and the little finger of the right hand on 
the “0” key. Use all the fingers and press each key with the same 
finger every time. 

If you can get the answer to a problem entered in less than one 
second, the NUMBER MASTER timer will not increment for 
that problem. Theoretically, even though there is a time limit 
for each exercise, if you could answer each problem in less than 
one second, you would never run out of time! 
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4. TEACHER FACILITIES 


NUMBER MASTER provides facilities for the teacher to maintain stu¬ 
dent records, print sets of problems, and make special changes to the opera¬ 
tion of NUMBER MASTER. These facilities are selected from the Teacher 
Facilities Menu. 

Apple 18 Systems. Single-Disk Version. Entry to the Teacher Facilities is 
initiated by entering “T” (Teacher) from the Master Menu. NUMBER 
MASTER will then display: 

Put NUMBER MASTER back side in Drive 1. 

Press any key to continue. 

School Lab Pack Version. To enter the Teacher Facilities mount and boot 
the Teacher Diskette. 

PC Systems. Entry to the Teacher Facilities is initiated by entering “T” 
(Teacher) from the Master Menu. 

All Systems. After a brief pause, NUMBER MASTER displays: 

Enter Password: 


PASSWORD ENTRY 

Entry to the Teacher Facilities Menu is not automatic. NUMBER MASTER 
provides security for student records with a password. The password is 
optional and may be selected or changed at any time by the teacher from 
the Program Control Menu. See the Program Control section below in this 
chapter. 

The password becomes active only when TEACHER 
RECORDING is enabled. 

If you have not chosen to use a password, then from the “Enter Password:” 
message, just press any key (except “ctrl-E”) to get to the Teacher Facilities 
Menu. 

If you have selected a password, you must enter it and press the “Return” 
key to get to the Teacher Facilities Menu. 
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How to enter a password. Password entries are not displayed on the screen. 
No distinction is made between upper and lower case characters. After all 
characters of the password have been entered, press the “Return” key. If 
the password has been entered correctly, NUMBER MASTER will next 
display the Teacher Facilities Menu. NUMBER MASTER gives you four 
trys to enter the password correctly. If after four trys, the password has 
not been entered correctly, NUMBER MASTER will automatically exit. 

Do not lose or forget your password! If you lose or forget your password, 
you must take special steps to once again use the Teacher Facilities. See 
the section LOSS OF PASSWORD in the APPENDIX. 

APPLE FILES DISKETTES 


Much of the work in the Teacher Facilities involves student record files. 
On Apple systems student records are kept on separate DOS 3.3 initializ¬ 
ed diskettes. See INITIALIZING APPLE FILES DISKETTES in the 
APPENDIX for help initializing diskettes. 

The disk drive which will hold files diskettes is selected when the Record¬ 
ing Method is selected. These selections take place from the Program 
Control Menu. See below for details. 

Apple II Single Drive Systems. On Apple Single Drive systems the Pro¬ 
gram Diskette and the Files Diskette must go in the same drive. NUMBER 
MASTER prompts for the Files Diskette with: 

Mount Files Diskette in Drive #1. 

Press any key to continue. 

NUMBER MASTER prompts for the Program Diskette with: 

Mount Program Diskette in Drive #1. 

Press any key to continue. 


THE TEACHER FACILITIES MENU 

After you correctly enter the password, NUMBER MASTER displays the 
Teacher Facilities Menu: 
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Teacher Facilities 


TEACHER RECORDING 
CHRIS is the only user 

Date: 8/22/1986 

Enter Selection: 

1 - Program Control 

2 - Student Entry 

3 - Student List 

4 - Work Records 

5 - Problem Sets 

0 - End 

Your display may be different because the part of the Teacher Facilities 
Menu display above “Enter Selection” depends on what teacher controlled 
options have been enabled on the Program Control Menu. 


PROGRAM CONTROL 

Selecting “1” from the Teacher Facilities Menu displays the Program Con¬ 
trol Menu. 


* Program Control * 

TEACHER RECORDING 
CHRIS is the only user 

Date: 8/22/1986 

Enter Selection: 

1 - No Recording 

2 - Student Recording 

3 - Teacher Recording 

4 - Single User 

5 - Change Date 

6 - Change Pass Word 

0 - End 

Apple III Systems. Apple versions also include the additional selection: 


7 - Change Printer 
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RECORDING METHODS 


The currently active recording method is displayed above the “Enter Selec¬ 
tion” line on the Program Control Menu and also on the Teacher Facilities 
Menu. In the illustration above, the currently active recording method is 
TEACHER RECORDING. 

The active recording method is enabled by entering one of the selections 
“1” NO RECORDING, “2” STUDENT RECORDING, or “3” TEACHER 
RECORDING on the Program Control Menu. Each of these recording 
methods is described below. 

NO RECORDING. When NO RECORDING is activated by selecting “1” 
on the Program Control Menu, no records are kept of student work. When 
NO RECORDING is active, the current date is not needed and, therefore, 
there is no date display on the Master Menu. 

STUDENT RECORDING. STUDENT RECORDING is activated by 
selecting “2” on the Records Control Menu. Under STUDENT RECORD¬ 
ING the student is responsible for updating the Recording Date by enter¬ 
ing “ + ” or from the Master Menu. See the Recording Date section 
of Chapter 3 for more information on maintaining the Recording Date. 
Under STUDENT RECORDING the student is also responsible for adding 
his or her Student ID, Name, and Birthdate to the list of students. See 
the Student Entry section below for how to enter students. 

TEACHER RECORDING. Selecting “3” on the Records Control Menu 
activates TEACHER RECORDING. Under TEACHER RECORDING the 
teacher is responsible for entering new students. See the Student Entry sec¬ 
tion below for how to enter students. If the teacher has selected a password, 
then only the teacher may use the “ + ” and selections from the Master 
Menu to maintain the Recording Date. See the Recording Date section of 
Chapter 3 for more information on maintaining the Recording Date. 

Apple II Systems. On Apple systems student records are kept on separate 
DOS 3.3 initialized diskettes. See INITIALIZING APPLE FILES 
DISKETTES in the APPENDIX for help initializing diskettes. 

Apple II Systems. After selecting a recording method, NUMBER MASTER 
displays: 
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Current Drive: D1 


Enter New Drive: ########## 

Press ‘Return 5 if no change. 

Drive must be ‘DT or S D2\ 

The user must select the disk drive which will be used for student records. 
Enter ‘DT for Drive #1 or 4 D2 5 for Drive #2. NUMBER MASTER will 
display: 


Is Everything Correct? (Y/N) 

Enter “N” (No) to reenter. When everything is correct, enter “Y” (Yes). 


SINGLE USER SET UP 

When only one student is using NUMBER MASTER and NUMBER 
MASTER is recording his or her work under STUDENT RECORDING 
or TEACHER RECORDING, there is really no need to enter the Student 
ID for every work session. In this case, select “4” on the Program Control 
Menu to set the student up as a Single User. NUMBER MASTER will 
next display: 


No Current Single User 

or, if there is already a Single User, NUMBER MASTER will display: 

Current Single User is: CHRIS 
Below this message, NUMBER MASTER will display: 

Student ID: - 

Press ‘Return’ for none. 

Enter the Student ID of the Single User you wish to declare and press the 
“Return” key (or simply press “Return” by itself to disable use by a Single 
User). Both old and new students may be selected as Single Users. See the 
Student Entry section below in this chapter for detailed information on 
the Student ID and entering new students or changing old ones. 


CHANGE DATE 

To set the Recording Date, enter “5” from the Program Control Menu. You 
will see the following display: 
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Current Date: 8/22/1986 


Enter New Date: MM/DD/YYYY 

Press ‘Return’ if no change. 

Entering the date. The date mask “MM/DD/YYYY” shows the form for 
enter ing a new date. First, enter one or two digits from 1 to 12 for the month 
(‘MM’) followed by a slash (‘/’) character. Next, enter one or two digits 
from 1 to 31 for the day (‘DD’) followed by a slash (*/*) character. Finally, 
enter four digits for the year (‘YYYY’) followed by the “Return” key. (If 
both the month and the day have required two digits, the “Return” key 
is unnecessary.) If you have entered the date correctly, you will immediate¬ 
ly return to the Program Control Menu and you will see the new date 
displayed above the line “Enter Selection”. If you have not entered the date 
correctly, your entry will be replaced by the date mask “MM/DD/YYYY” 
on the “Enter New Date:” line. In this case you must correctly reenter the 
date. 

CHANGE PASSWORD 

The password option is activated by selecting “6” on the Program Control 
Menu. NUMBER MASTER displays either 

No Current Password 

or, supposing PASSWORD is the current password, NUMBER MASTER 
displays: 


Current Password is: PASSWORD 


followed by 


Enter New Password:- 

Press ‘Return’ for no password. 

Simply pressing the “Return” key disables use of any password. The 
password may be up to ten characters long. Any printable character may 
be part of a password, but “control” characters like “ctrl-A” and special 
keys like “Esc”, “Tab”, and function keys are not allowed. If you do not 
see it displayed on your screen, it is not part of your password. No distinc¬ 
tion is made between upper and lower case characters. End the entry of 
your password by pressing the “Return” key. NUMBER MASTER next 
displays 
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Is Everything Correct? (Y/N) 


Look over your password to make sure it is what you want. If not, enter 
“N” (No) and reenter. When you have the password you want, enter “Y” 
(Yes). 


Caution: If you forget or lose your password, you will not be 
able to get to the Teacher Facilities. If, in spite of this, you do 
lose your password, see LOSS OF PASSWORD in the 
APPENDIX. 

Use of the Password. The password protects the student performance 
records against damage and unauthorized access. When the teacher has 
activated a password and TEACHER RECORDING is in effect, it must 
be entered before access is allowed to the Teacher Facilities and also to 
change the Recording Date with “ + ” or from the Master Menu. See 
section THE PASSWORD above in this chapter and the section RECORD¬ 
ING DATE in Chapter 3 for the details of password entry and changing 
the Recording Date. 


CHANGE PRINTER (Apple II only) 

The printer slot on Apple II systems is set by selecting “7” (Change Printer) 
on the Program Control Menu. NUMBER MASTER displays: 

Program Control 

Current Printer Slot is NONE 

Enter New Slot: # 

Printer slot must be T to ‘7’ 

Enter ‘0’ for none 

Press ‘Return* if no change. 

Enter the number of the slot T to ‘7’ assigned to the printer. Frequently, 
this is slot #1. Enter '0 s if there is no printer on your system. NUMBER 
MASTER then displays: 

Is Everything Correct? (Y/N) 

If you need to correct your entry, enter “N” (No) and reenter. When your 
entry is correct, enter “Y” (Yes). 
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STUDENT ENTRY 


To keep work records and print or display Work Record reports, NUMBER 
MASTER needs certain information about each student. New students are 
entered, their vital information changed, or they are deleted by selecting 
“2” (Student Entry) on the Teacher Facilities Menu. When the STUDENT 
RECORDING option is enabled, nearly identical facilities are available 
at student sign on. NUMBER MASTER displays: 

* Student Entry * 


Student ID: - 

Press ‘Return’ to exit. 

If you are in the Teacher Facilities and you press “Return” now, you will 
return to the Teacher Facilities Menu. On the other hand, if you are at 
student sign on, the selected exercise will begin and it will not be recorded. 

To enter a new student onto the Student List, change the vital informa¬ 
tion of a student already on the Student List, or delete a student, you first 
enter the Student ID. 

Entering New Students. Suppose that JERRY is the name of a student 
you want to register in NUMBER MASTER. Then at the message: 

Student ID: - 

Press ‘Return’ to exit. 

enter “JERRY” followed by the “Return” key. NUMBER MASTER will 
next display: 

Student ID: jerry 

Not on file. 

Press ‘r’ to (r)eenter 
or ‘n’ if (n)ew student. 

Press ‘Return’ to exit. 

The Student ID may be any one to eight printable characters except that 
the characters “ALL” alone may not be a Student ID. “ALL” is reserved 
by NUMBER MASTER for a special function. Examples of nonprintable 
characters are “Esc”, “Tab”, function keys, and “control” characters like 
“ctrl-A”. If you have not entered the Student ID the way you want it, then 
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press “R” and Reenter it. If you wish to return to the Teacher Facilities 
Menu (you are in the Teacher Facilities) or the Master Menu (you are at 
student sign on), then press the “Return” key. If you are registering a new 
NUMBER MASTER student, enter “N” (New). NUMBER MASTER will 
next display: 


Student Name: 


Type in the student’s full name and press the “Return” key. NUMBER 
MASTER will next display something like: 

Student Name: 

Gerald Mortimer Hinkleheimer IX 

Birthdate: MM/DD/YYYY 

Entering the Birthdate. The date mask “MM/DD/YYYY” shows the form 
for entering a new date. First, enter one or two digits from 1 to 12 for the 
month (‘MM’) followed by a slash (7’) character. Next, enter one or two 
digits from 1 to 31 for the day (‘DD’) followed by a slash (7’) character. 
Finally, enter four digits for the year (‘YYYY’) followed by the “Return” 
key. (If both the month and the day have required two digits, the “Return” 
key is unnecessary.) If you have not entered the date correctly, your entry 
will be replaced by the date mask “MM/DD/YYYY” on the “Birthdate:” 
line. In this case you must correctly reenter the date. Once the birthdate 
has been entered correctly you will see something like: 

Student ID: jerry 

Student Name: 

Gerald Mortimer Hinkleheimer IX 
Birthdate: 4/26/1935 

Is Everything Correct? (Y/N) 

Carefully look over your entries. If you have made a mistake, press “N” 
(No). NUMBER MASTER will display: 

1 - Student ID: jerry 

2 - Student Name: 

Gerald Mortimer Hinkleheimer IX 

3 - Birthdate: 4/26/1935 

Enter # of item to change: 

Press ‘Return’ if no change. 

Press the number of the item you wish to change and enter it correctly. 
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When everything is correct, either enter “Y” (Yes) from the message: 


Is Everything Correct? (Y/N) 

or press “Return” from the message: 

Enter # of item to change: 

Press ‘Return’ if no change. 

The new student will be registered in the NUMBER MASTER files. If you 
are at student sign on, the selected exercise will begin immediately. If you 
are in the Teacher Facilities, NUMBER MASTER will return to the display: 

Student ID: - 

Press ‘Return’ to exit. 

You may continue to enter new students, change already registered students, 
or delete students. When you are finished, press “Return” to return to the 
Teacher Facilities Menu. 

Changing an Already Registered Student. Suppose that CHRIS is the Stu¬ 
dent ID of a student registered in NUMBER MASTER. Then after enter¬ 
ing “CHRIS” followed by the “Return” key, you would see: 

Student ID: chris 

Student Name: 

Christopher Warren Taber Johnson 
Birthdate: 4/5/1978 

Is Everything Correct? (Y/N) 

Suppose that when you see the Student Name displayed for the student 
whose Student ID is “CHRIS”, you see that this is not the student you 
wanted. Then at the message 

Is Everything Correct? (Y/N) 

enter “N” (No). NUMBER MASTER will display: 

1 - Student ID: chris 

2 - Student Name: 

Christopher Warren Taber Johnson 

3 - Birthdate: 4/5/1978 

Enter # of item to change: 

Press ‘Return’ if no change. 

Enter ‘d’ to delete. 
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You want a different Student ID, so you want to change item #1. Enter 
“1” and NUMBER MASTER will display: 

1 - Student ID: - 

Press ‘Return’ to exit 

Enter the correct Student ID. If required, you can get a complete list of 
students registered in NUMBER MASTER together with their correct Stu¬ 
dent IDs by selecting “3” (Student List) on the Teacher Facilities Menu. 
See the section Student List below in this chapter. 

Suppose you entered “CHRID” by mistake. Then NUMBER MASTER 
would display: 


Student ID: chrid 

Not on file. 

Press V to (r)eenter. 
or ‘n’ if (n)ew student. 

Press ‘Return 8 to exit. 

If you entered the Student ID correctly, and NUMBER MASTER tells you 
the student is “Not on file”, then either the student is new or the student 
is registered under a different Student ID. 

If the student is new, then press “N” (New) and see the Entering New 
Students section above if you need help registering a new student. 

If you know the student is registered, you may want to check the List of 
Students to find out the student’s registered Student ID. 

At the “Not on file” message you may press the “Return” key to return 
to the the Teacher Facilities Menu (you are in the Teacher Facilities) or 
the Master Menu (you are at student sign on). Otherwise, enter “R” 
(Reenter) and enter the correct Student ID. 

When you have entered the correct Student ID, NUMBER MASTER will 
display something like: 

Student ID: chris 

Student Name: 

Christopher Warren Taber Johnson 
Birthdate: 4/5/1978 

Is Everything Correct? (Y/N) 
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Suppose that when you look over the display, you see something is not 
the way you want it. Then to the message: 

Is Everything Correct? (Y/N) 

enter “N” (No). NUMBER MASTER will display: 

1 - Student ID: chris 

2 - Student Name: 

Christopher Warren Taber Johnson 

3 - Birthdate: 4/5/1978 

Enter # of item to change: 

Press ‘Return’ if no change. 

Enter ‘d’ to delete. 

If you made a correction to the Student ID, you are already on this display. 

You may now make any changes you wish to the Student Name or 
Birthdate. 

Changing the Student Name. A change to the Student Name is a change 
to item #2. After you press “2” NUMBER MASTER will display: 

2 - Student Name: 


See the Entering New Students section above if you have questions about 
how to enter the Student Name. 

Changing the Birthdate. A change to the Birthdate is a change to item #3. 
After you press “3” NUMBER MASTER will display: 

3 - Birthdate: MM/DD/YYYY 

See the Entering New Students section above if you have questions about 
how to enter the Birthdate. 

When everything is correct, then press “Return” at the message: 

Enter # of item to change: 

Press ‘Return’ if no change. 

Enter ‘d’ to delete. 

If you are at student sign on, the selected exercise will begin immediately. 
If you are in the Teacher Facilities, NUMBER MASTER will return to 
the display: 
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Student ID; 


Press ‘Return’ to exit 

You may continue entering, changing, or deleting students. When you are 
finished, press “Return” to return to the Teacher Facilities Menu. 

Deleting a Student. Suppose that JERRY is the Student ID of a student 
registered in NUMBER MASTER and for some reason you want to delete 
JERRY from the list of registered students. From the Teacher Facilities 
Menu enter “2” Student Entry. If the Student Recording option is enabled 
you can also handle this at student sign on. From the display: 

Student ID: - 

Press ‘Return’ to exit, 
enter “JERRY” and the “Return” key. 

NUMBER MASTER will bring up JERRY with the display: 

Student ID: jerry 

Student Name: 

Gerald Mortimer Hinkleheimer IX 
Birthdate: 4/26/1935 

Is Everything Correct? (Y/N) 

If, instead of bringing up the student, NUMBER MASTER gives you a 
“Not on file” message and you do not know how to handle this, see the 
section Changing an Already Registered Student above in this chapter. 

Carefully look over the entries for the student which NUMBER MASTER 
has brought up to make sure the student is not, after all, one you want 
to keep. If you want to keep the student, enter “Y” (Yes) to the question: 

Is Everything Correct? (Y/N) 

If you are at student sign on, the selected exercise will begin immediately. 
If you are in the Teacher Facilities, NUMBER MASTER will return to 

the message: 


Student ID: 

Press ‘Return’ to exit 
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You may enter a different Student ID or press “Return” to return to the 
Teacher Facilities Menu. If you need to, you can get a complete List of 
Students registered in NUMBER MASTER together with their correct Stu¬ 
dent IDs by selecting “3” (Student List) on the Teacher Facilities Menu. 
See the section Student List below in this chapter. 

To proceed with deleting the student, enter “N” (No) to the question: 

Is Everything Correct? (Y/N) 

NUMBER MASTER will then display: 

1 - Student ID: jerry 

2 - Student Name: 

Gerald Mortimer Hinkleheimer IX 

3 - Birthdate: 4/26/1935 

Enter # of item to change: 

Press ‘Return’ if no change. 

Enter ‘d’ to delete. 

Enter “I)” to Delete and NUMBER MASTER will display: 

Delete JERRY? (Y/N) 

This is your last chance to back out. Enter “Y” (Yes) to complete the delete. 
Enter “N” (No) to cancel the delete. 

Note: Deleting a student from the List of Students does not 
delete the student’s work records. This must be done separate¬ 
ly. See section Work Records below in this chapter. 

STUDENT LIST 

NUMBER MASTER will display or print a list of all registered students. 
From the Teacher Facilities Menu enter “3” (Student List) and NUMBER 
MASTER will display: 


* Student List * 

Date: 4/30/1985 
Enter Selection: 

1 - Screen 

2 - Printer 

0 - End 


52 


Enter “1” if you want the List of Students displayed on your monitor screen. 
Enter “2” if you want the List of Students printed on your printer. Enter 
“0” if you have decided you do not need a List of Students. 

If you selected screen display, the Student List begins immediately. If you 
are printing the list, NUMBER MASTER will next display: 

Ready printer. 

Press return to continue. 

When your printer is ready, press a key to begin printing the Student List. 

The illustration below shows how NUMBER MASTER formats the List 
of Students on the screen. 


List Of Students 

Date 4/30/1985 Page 1 

Student ID 

Name Age 

Date of Birth 


CHRIS 

Christopher Warren Taber Johnson 

Age: 7 years 1 month 

Birthdate: 4/5/1978 


DWIGHT 

Dwight William Johnson 

Age: 42 years 8 months 
Birthdate: 9/4/1942 

The vital information for each student appears on four lines. On the first 
line appears the Student ID. On the second Sine appears the student’s full 
name. On the third and fourth lines appear the student’s age and birthdate. 

At the bottom of each page of the List of Students appears the message: 

Press any key to continue. 

Pressing any key will display the next page of the List of Students. When 
the last page of the List of Students has displayed, NUMBER MASTER 
returns to the Teacher Facilities Menu. 

WORK RECORDS 

The teacher gains access to the student work records from the Teacher 
Facilities Menu. NUMBER MASTER provides two modes of work record 
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access: the student Work Record Report and the ability to selectively delete 
student Work Records. After you enter “4” on the Teacher Facilities Menu, 
NUMBER MASTER displays: 

* Work Records * 

Date: 4/30/1985 
Enter Selection: 

1 - Work Record Report 

2 - Delete Work Records 

0 - End 

Enter “1” to get a student Work Record Report. Enter “2” to delete no longer 
needed student work records. Enter “0” when you are finished with stu¬ 
dent work records and wish to return to the Teacher Facilities Menu. 


WORK RECORD REPORT 

When TEACHER RECORDING or STUDENT RECORDING is enabled, 
NUMBER MASTER keeps performance records of student work on 
regular and FLASHCARDS exercises. The Work Record Report sum¬ 
marizes this student work. COUNTING, HELP, REVIEW, and PRAC¬ 
TICE exercises are never recorded. 

To get a Work Record Report enter “1” on the Work Records Menu. 
NUMBER MASTER will display: 

* Work Record Report * 

Date: 5/12/1985 
Enter Selection: 

1 - Screen 

2 - Printer 

0 - End 

Enter “1” if you want the Work Record Report displayed on the monitor 
screen. Enter “2” if you want the Work Record Report printed on the printer. 
Enter “0” if you do not want a Work Record Report and wish to return 
to the Teacher Facilities Menu. 
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After selecting either the screen or the printer, NUMBER MASTER 
displays: 


Report from date: MM/DD/YYYY 

NUMBER MASTER keeps track of the date of each recorded exercise. 
Enter here the date on which you want the Work Record Report to start. 
Only work done on this date and after this date will be reported. 

Instead of entering a “from” date, you may press the “Return” key. 
NUMBER MASTER will display: 

Report from date: ALL 

In this case reporting of work records will begin with the earliest date in 
the Work Records file. 

Once the “from” date has been entered correctly, NUMBER MASTER will 
display: 


to date: MM/DD/YYYY 

Enter here the date on which you want the Work Record Report to end. 
Only work done before and on this date will be reported. 

Instead of entering a “to” date, you may press the “Return” key. NUMBER 
MASTER will display: 


to date: ALL 

In this case reporting of work records will end with the latest date in the 
work records file. 

Entering a Date. The date mask “MM/DD/YYYY” shows the form for 
entering a new date. First, enter one or two digits from 1 to 12 for the month 
(‘MM’) followed by a slash (V’) character. Next, enter one or two digits 
from 1 to 31 for the day (‘DD’) followed by a slash (V*) character. Finally, 
enter four digits for the year (‘YYYY’) followed by the “Return” key. (If 
both the month and the day have required two digits, the “Return” key 
is unnecessary.) If you have not entered the date correctly, your entry will 
be replaced by the date mask “MM/DD/YYYY” on the “Report from date:” 
or “to date:” line. In this case you must correctly reenter the date. 

Entering the Student ID. Once the dates have been correctly entered, 
NUMBER MASTER displays: 
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Student ID: 


Enter ‘all’ for all. 

Press ‘Return’ to exit. 

Enter the Student ID of the student for which you want a Work Record 
Report. If you want Work Record Reports for all students, enter “ALL” 
followed by the “Return” key. 

Suppose that you want a Work Record Report for the student with Stu¬ 
dent ID “CHRIS”. Then enter “CHRIS” and press the “Return” key. 
NUMBER MASTER will bring up the student and display: 

Student ID: CHRIS 

Student Name: 

Christopher Warren Taber Johnson 
Birthdate: 4/5/1978 

If NUMBER MASTER should give you a “Not on file” message and you 
have trouble handling it, see the section Changing an Already Registered 
Student above in this chapter. 

When the Student ID has been correctly entered, NUMBER MASTER 
will display: 


Is Everything Correct? (Y/N) 

Carefully look over your entries to make sure everything is the way you 
want it. If you need to make a correction, enter “N” (No) and reenter. When 
everything is correct, enter “Y” (Yes). 

If you are printing the report, NUMBER MASTER will next display: 

Ready printer. 

Press return to continue. 

When your printer is ready, press a key and NUMBER MASTER will 
display: 


Now sorting work records for CHRIS 

Exercises are filed in the order in which they are done, but the Work Record 
Report is ordered first by student, next by exercise selection, and finally 
by date. So you must wait for NUMBER MASTER to put the work records 
into the order of the Work Record Report. 
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When the work records have been sorted, NUMBER MASTER begins to 
display or print the Work Record Report- You can get the screen display 
report more quickly, but it is in 40 column format and a little more dif¬ 
ficult to read than the printed report- The printed report takes longer to 
get, but it is in an easier to read 80 column format and also gives you per¬ 
manent hard copy. 

Below is a sample of how the Work Record Report looks when it is displayed 
on the monitor screen. Notice that on the report heading NUMBER 
MASTER has computed the student’s age from the student’s birthdate. 
The date that appears on a Work Record Report heading is your current 
Recording Date. 

Student Work Record for CHRIS 
Name: Christopher Warren Taber Johnson 
Age: 7 years 1 month 

Date: 4/30/1985 Page 1 

Selection/Option 

Date Mastered Level Average Time 

Total Time Correct Attempted Percent 


Addition/Flash Cards 
3/3/1985 8 

10.0 minutes 263 

3/4/1985 Mastered 11 
3.8 minutes 166 


2 seconds 
312 84 

1 second 
175 95 


Average 10 2 seconds 

6.9 minutes 215 244 88 

Best Mastered 11 1 second 

3.8 minutes 166 175 95 


On the Work Record Report all of the exercises for the same selection and 
option are listed together in date sequence. Each work exercise gets two 
lines on the report. 

On the first line, beginning on the left, is the Recording Date when the 
student did the exercise. Then if the student mastered the exercise, 
NUMBER MASTER displays the word “Mastered”. Otherwise, this space 
is left blank. Next, NUMBER MASTER displays the performance level 
the student reached on this exercise. In the illustration above, CHRIS got 
to level 8 in Addition Flash Cards on March 3, 1985. Next, NUMBER 
MASTER displays the average time to solve each problem. In the illustra¬ 
tion above, on March 3, 1985 CHRIS averaged 2 seconds per problem. 
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On the second line beginning on the left, we see that CHRIS spent 10 
minutes on this same exercise. He had 263 problems correct out of a total 
of 312 problems attempted. 84% of his answers were correct. 

Below the listing of the individual work efforts, NUMBER MASTER sum¬ 
marizes the average performance and singles out the best performance for 
each work category. 

At the bottom of each page of the Work Record Report, NUMBER 
MASTER displays: 

Press any key to continue. 

When you are ready, press a key to display the next page of the report. 
When the last page has been displayed, NUMBER MASTER returns to 
the Work Records Menu. 

DELETE WORK RECORDS 

Delete Work Records gives you a way to clean out work records you no 
longer need. Select “2” on the Work Records Menu and you will see the 
display: 


Delete before date: MM/DD/YYYY 

Enter the delete cutoff date. Work before this date will be eliminated from 
the file. If you need help entering the date, see the paragraph Entering a 
Date above in the set up for the Work Record Report. 

Next NUMBER MASTER displays: 

Student ID: - 

enter ‘all’ for all. 

Press ‘Return’ to exit. 

Enter the Student ID of the student whose records you are deleting, or 
enter “ALL” and the “Return” key to delete the work records of all students. 
If you need help entering a Student ID, see the section Changing an Already 
Registered Student above. 

NUMBER MASTER will next display: 

Save best work? (Y/N) 
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If you want to save a record of the best work session from each exercise 
selection type for this student or for all students, then enter “Y” (Yes). 
Otherwise, enter “N” (No). 

NUMBER MASTER next displays: 

Is Everything Correct? (Y/N) 

Look over your entries carefully. If you have made a mistake, enter “N” 
(No) and make your entries again correctly. When all your entries are cor¬ 
rect, enter “Y” (Yes). 

While NUMBER MASTER is deleting your unwanted work records, you 
will see a display like the following: 

Now deleting work records 
from 4/1/1985 for CHRIS 


Records saved = 52 

Records deleted = 113 

Note: While doing a work record delete, NUMBER MASTER 
creates a new work record file. There must be enough space 
on your diskette for this new file. 

When NUMBER MASTER is finished, you will see the following display 
at the bottom of the screen: 

Job complete. 

Press any key to continue. 

When the job is complete, the “Records saved” count shows you the total 
number of work records in the new work records file, while the “Records 
deleted” total shows you the total number of work records that were deleted. 
Press any key to return to the Work Records Menu. 


PROBLEM SETS 

NUMBER MASTER prints out sets of problems with answer sheets for 
paper and pencil practice. From the Teacher Facilities Menu enter “5” (Prob¬ 
lem Sets). NUMBER MASTER will display: 
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Print Problem Sets 


Date: 6/20/1985 
Enter Selection 

1 - Addition * + ’ 

2 - Subtraction 

3 - Mixed ' + ’ and 

4 - Multiplication ‘x’ 

5 - Division T 

6 - Mixed ‘x’ and 7’ 

7 - All Types 

0 - End 

Enter the number from 1 to 7 of the type of problem set you want. Sup¬ 
pose you want a set of division problems. Then press “5” DIVISION and 
NUMBER MASTER will display: 

Print Division 7’ Problem Set 


Enter Level: - 

Enter the level of difficulty from 1 to 999 you want and press “Return”. 
The level of difficulty is the same as a NUMBER MASTER exercise. 

NUMBER MASTER Next displays: 

With Remainders? (Y/N) 

Enter “Y” (Yes) for with remainders and “N” (No) for without remainders. 
NUMBER MASTER next displays: 

Enter Number of Problems: - 

Enter the number of problems from 1 to 999 you want in the problem set 
and press “Return”. 

NUMBER MASTER next displays: 

Enter Number of Sets: - 

Enter the number of sets of problems from 1 to 999 you want and press 
“Return”. Each set will contain a unique set of randomly generated prob¬ 
lems, but every set will have the same level of difficulty. 
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NUMBER MASTER next displays: 


Is Everything Correct? (Y/N) 

Look over your entries. If you see something that needs changing, press 
“N” (No) and reenter. When everything is the way you want it, press “Y” 
(Yes). 

NUMBER MASTER next displays: 

Ready Printer. 

Press any key to continue. 

When your printer is ready, press any key and NUMBER MASTER will 
print out the sets of problems you have asked for. 



APPENDIX 


SPECIAL KEYS 

A number of special control keys which affect the operation of NUMBER 
MASTER are summarized here for quick reference. 

CTRL-E-END CURRENT SELECTION 

BACKSPACE (PC Version), 

DELETE, 4 - (Apple II Version)-TAKE OUT LAST CHARACTER 
+ - INCREMENT DATE 

Pressing the “ + ” key from any menu increments the Recording Date by 
one day. An active password changes the operation of this key. A full 
explanation of the “ + ” is in the Recording Work section of Chapter 3. 

— DECREMENT DATE 

Pressing the key from any menu decrements the Recording Date by 
one day. An active password changes the operation of this key. A full 
explanation of the is in the Recording Work section of Chapter 3. 

B-BREAK WORK SESSION 

Pressing the “B” key in a work session with HELP, REVIEW, or PRAC¬ 
TICE enabled stops NUMBER MASTER. Press any key to start again. 

C-ERASE HELP WINDOW 

Pressing the “C” key when a HELP window is being displayed during a 
HELP or REVIEW work session will erase the HELP window and return 
NUMBER MASTER to the main work display. 

D-CALL DEMONSTRATION PROGRAM 

Pressing “D” from the Master Menu calls the Demonstration Program. 
See Chapter 2 for details. 
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H-HELP DURING WORK SESSION 


Pressing the “H” key when in a work session with HELP or REVIEW 
enabled displays the HELP window for the current problem. Every prob¬ 
lem does not have a HELP window. If a problem does not have a HELP 
window, nothing happens when the “H” key is pressed. 

S-SOUND/NO SOUND 

Pressing the “S” key in a work session disables or enables the NUMBER 
MASTER sound effects. Press “S” once to disable sound. Press “S” again 
to enable sound. 

T-TEACHER FACILITIES 

Pressing “T” from the Master Menu takes you to the password entry of 
the Teacher Facilities. See Chapter 4 for details. 


MESSAGES 

Below are messages which NUMBER MASTER displays when it detects 
something unusual. 

“ALL” is a reserved word. 

Please reenter. 

Press any key to continue. 

You have tried to enter “ALL” as a Student ID. NUMBER MASTER will 
not let you do this, because it uses “ALL” to indicate ALL students when 
listing Work Record Reports or deleting work records. 

No review problems. 

Press any key to continue. 

There are no problems in the review file for this Student ID, exercise selec¬ 
tion, and exercise option. You must first do an exercise before there is 
anything to review. 

No student file on this disk. 

Mount correct disk if necessary. 

Press any key to continue. 

There are no registered students on this diskette. Be sure you have the cor¬ 
rect diskette in the disk drive. Press any key to continue when you are ready. 
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No students in file. 

Press any key to continue. 

There are no registered students on this diskette. Be sure you have the cor¬ 
rect diskette in the disk drive. Press any key to continue when you are ready. 

No student file. Unable to list. 

Press any key to continue. 

There are no registered students on this diskette. Be sure you have the cor¬ 
rect diskette in the disk drive. Press any key to continue when you are ready. 

No work for (Student ID) 

Press any key to continue. 

There is no recorded work for this student. Press any key to continue. 

No Work Records. Unable to delete. 

Press any key to continue. 

There are no Work Records so there is nothing to delete. Press any key 
to continue. 

No Work Records. Unable to list. 

Press any key to continue. 

There are no Work Records so there is nothing to list. Press any key to 
continue. 

CARE OF DISKETTES 

With every floppy diskette always observe the following: 

• Keep diskettes away from dust and dirt. Always keep diskettes 
in their protective sleeves when not in use. 

• Always handle diskettes by the edges or label end. Do not touch 
the exposed areas of diskettes with fingers or other unclean or 
oily objects. 

• Do not bend diskettes. 


64 




• Keep diskettes away from electromagnetic fields such as those 
generated around computer monitors, electric lights, and power 
cords. 

• Write on diskettes only with felt-tipped pen. 

• Never take a diskette out of the disk drive or turn the computer 
off while the disk drive light is on. 

MAKING NUMBER MASTER PC BOOTABLE 

The PC NUMBER MASTER program diskette may be made directly 
bootable by following the procedure outlined here. 

1) Boot the MS-DOS master diskette. Keep MS-DOS in drive A and place 
NUMBER MASTER in drive B. 

2) Copy MS-DOS to NUMBER MASTER by executing the following com¬ 
mands from the MS-DOS A> prompt. 

SYS B: 

COPY COMMAND.COM B: 

3) Create an AUTOEXEC batch file to call NUMBER MASTER while 
booting by entering the command: 

COPY CON B:AUTOEXEC.BAT 


Now enter: 


NUMBER<CtrI-ZXReturn> 

4) Place NUMBER MASTER in drive A and press Alt-Ctrl-Del to test 
that NUMBER MASTER will now boot. 

For more information on this process see your MS-DOS manual. 


PC HARD DRIVE INSTALLATION 

NUMBER MASTER may be installed and student record files maintain¬ 
ed on a hard disk (drive C) as follows: 
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1) From your hard drive root directory create the subdirectory NM on your 
hard drive and enter this subdirectory with the following commands from 
the MS-DOS C> prompt: 

MKDIR NM 
CD\NM 

2) Place NUMBER MASTER in drive A and execute the command: 

COPY A:*.* 

3) Always be sure your original NUMBER MASTER diskette is in drive 
A whenever you call NUMBER MASTER from your hard drive. 


INITIALIZING APPLE FILES DISKETTES 

On Apple II systems NUMBER MASTER student files are maintained 
on standard DOS 3.3 initialized diskettes. Very clear instructions for 
initializing diskettes are on pages 13-14 of the DOS Manual for the Apple 
II systems. However, very briefly, these are the steps: 

1) Boot the DOS 3.3 System Master diskette. 

2) Place a blank diskette in drive #1. 

3) Set the Caps Lock key and enter the following: 

NEW 
10 REM 
INIT HELLO 

4) At the next Applesoft ] prompt initialization is complete. Be sure to 
write on the outer surfaces of all diskettes only with felt-tipped pen. 


LOSS OF PASSWORD 

If you have lost or forgotten your password, you must get to the Teacher 
Facilities with the Skeleton Key. At the message: 

Enter Password: 
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enter the characters 




67 



INDEX 


A> prompt, 6 
Accredited teacher, 12 
ADDITION, regular, 9-10, 25 
COUNTING, 17, 19 
FLASHCARDS, 10, 16, 19 
HELP, 8-9, 20-21 
Age, student, 53, 57 
ALL TYPES, regular, 25 
unique features of, 27 
COUNTING, 18, 19 
FLASHCARDS, 16 
HELP, 24 

Answer entry, during work session, 

34 

from left to right, 4, 8, 10, 34 
six seconds allowed for with 
FLASHCARDS, 10, 16 
two chances with HELP, 8, 20, 

22, 24 

two parts for DIVISION WITH 
REMAINDERS, 27, 34 
use of “Backspace”, 34 
Answer sheets, 4, 59 
Assessment, of current skills, 12 
Average work, on Work Record 
Report, 4, 58 

“B” break key, 34, 62 
use of illustrated, 8 
“Backspace” key, use of, 34, 62 
Best work, on Work Record Report, 
4, 58 

saving, 58-59 
Birthdate, entry, 47 
changing, 50 
Bugle call, 9 

“C”, at exercise termination, 34 
to erase HELP window, 9, 20, 62 
Chance, second, 8, 20 
Count limit, definition, 17 
Count multiple, definition, 17 
COUNTING, 17-19 

advanced student may discontinue, 
13 

how to enable, 17 
mastered, 18 


no REVIEW of, 24 
not recorded, 15 
performance level for, 37 
presentation of division problems, 

18 

problem sets, 17-19 
range and limits, 19 
setting up, 17 
time limit for, 37 
use to overcome obstacles, 5 
very helpful, 12 
FLASHCARDS, 18-19 
problem sets, FLASHCARDS, 16, 
18 

Counting ability, fundamental to 
number skills, 12 
Counting Tokens, for beginning 
students, 4 

ADDITION HELP, 20 
DIVISION HELP, 23 
MULTIPLICATION HELP, 22 
SUBTRACTION HELP, 21 
“Ctrl-E”, to end selections, 7, 62 
Curriculum, elementary school, 12 
Cutoff date, 4, 58 

“D” to enter DEMONSTRATION 
PROGRAM, 7, 62 
Date, cutoff, 4, 58 

recording, see Recording Date 
Work Record Report, 54-55 
Deck, main FLASHCARDS, 16 
remediation FLASHCARDS, 16 
Decrement date, 29-30, 62 
Delete student, 51-52 
enter ‘d’ to delete, 52 
not on file, 51 

separate delete of work records, 52 
Delete work records, 4, 58-59 
allow enough disk space for, 59 
enter cutoff date, 58 
enter Student ID, 58 
for all students, 58 
save best work, 58-59 
screen display during, 59 
DEMONSTRATION PROGRAM, 5, 

7 
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Diskette, fragile, 6 
care of, 64-65 

Display, work, see Work display 

DIVISION, regular, 25 
unique features of, 27 
with no remainders, 27 
with remainders, 27 
COUNTING, 18, 19 
FLASHCARDS, 16 
HELP, 23-24 

Elementary school curriculum, 12 

End, “0”, 7 
“ctrl-E”, 7, 62 

Exercises, regular, defined, 15 
how to choose, 12-13 
termination of, 34 

Facilities, student, 14ff 
teacher, 39ff 

FLASHCARDS, 15-16 

advanced student may discontinue, 

13 

how to enable, 15 
extremely effective, 12 
main deck, 16 
mastered, 16 
mastery essential, 12 
number of sessions required to 
master, 12 

performance level for, 36, 37 

problem sets, 15-16 

remediation deck, 16 

review frequently, 12 

sample exercise, 10 

use as warmup exercises, 12 

use HELP and REVIEW with, 12 

COUNTING, 16, 18-19 

“H”, to enable HELP option, 8, 20 
to display HELP window, 9, 20, 

63 

for program pause, 34 

HELP, option, 20-24 

“B” break key works with, 34, 62 
break new ground with, 33 
combined with other options, 20 
does not generate REVIEW prob¬ 
lems, 24 

effect on selection characteristics, 
26 


enables PRACTICE, 25 
get HELP window displays with, 
20, 63 

how to enable, 20 
not recorded, 15, 28 
overcome obstacles with, 5 
pause between problems with, 34 
sample exercise, 8-9 
time limit for, 37 
two chances to enter answer with, 
8, 20 

ADDITION, 8-9, 20-21 
ALL TYPES, 24 
DIVISION, 23-24 
MIXED ADDITION AND SUB¬ 
TRACTION, 22 
MIXED MULTIPLICATION 
AND DIVISION, 24 
MULTIPLICATION, 22-23 
SUBTRACTION, 21-22 
HELP windows, beginning exercises, 
4 

“H” to display, 9, 20, 63 
“C” to erase, 9, 20, 62 
display to pause, 34 
ADDITION, 20-21 
SUBTRACTION, 21-22 
MULTIPLICATION, 22-23 
DIVISION, 23-24 
Home schooling, 12 

Increment date, “ + ”, 29-30, 62 

Learning program, supervision of, 12 
Level, performance, 
see Performance level 
Level of difficulty, printed problems, 
60 

Master Menu, 6-7, 14, 28 
options, 14ff 

Recording Date appears on, 28 
return to, 7, 9 
selections, 25-27 
Single User appears on, 29 
Mastered, 10, 12-13 

appears on Work Record Report, 
57 

COUNTING, 18-19 
FLASHCARDS, 16 
REVIEW, 25 
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Menu, Master, see Master Menu 
Problem Sets, 60 
Program Control, 41 
Teacher, 40-41 
Work Records, 54 
Messages, unusual errors, 63-64 
“ALL” is a reserved word, 63 
No review problems, 63 
No student file, 63 
No students in file, 64 
No work for Student ID, 64 
No work records, 64 
Mistakes, too many, 26 
MIXED ADDITION AND SUB¬ 
TRACTION, regular, 25 
unique features of, 26 
COUNTING, 18, 19 
FLASHCARDS, 16 
HELP, 22 

MIXED MULTIPLICATION AND 
DIVISION, regular, 25 
unique features of, 27 
COUNTING, 18, 19 
FLASHCARDS, 16 
HELP, 24 

MS-DOS, A> prompt, 6 
boot, 6 

calling NUMBER MASTER from, 
6 

MULTIPLICATION, regular, 25 
COUNTING, 18, 19 
FLASHCARDS, 16 
HELP, 22-23 

NO RECORDING, 42 
NUMBER, program name, 6 

Obstacles, overcoming, 5 
Options, student selected, 14ff 
available from Master Menu, 8, 
14-15 

combining, 10, 15 
enabling and disabling, 8, 15 
on Work Display, 15 
on Work Record Report, 4, 57 
recordable and not recordable, 15, 
28, 54 

which generate a REVIEW file, 15 
with selections, 25-26 
COUNTING, see COUNTING 


FLASHCARDS, see 
FLASHCARDS 
HELP, see HELP 
PRACTICE, see PRACTICE 
REVIEW, see REVIEW 
Parent qualifications, 12 
Password, when active, 39 
how to bypass, 39 
how to enter, 40 
how to set or disable, 44 
loss of, 66-67 

to access Teacher Facilities, 39-40 
uses of, 45 

with Recording Date, 30 
Pause between problems, 34 
Performance level, 35-37 

determines problem difficulty, 10, 
26 

displayed on Work Display, 35 
for FLASHCARDS exercises, 37 
for COUNTING exercises, 37 
how the level is computed, 26, 
36-37 

included on Work Record Report, 
4, 57 

maximum for each exercise, 36 
PRACTICE, option, 25 

“B” break key works with, 34, 62 
does not generate REVIEW prob¬ 
lems, 24 

effect on selection characteristics, 
26 

enabled by HELP, 20 
enabled by REVIEW, 25 
how to enable, 25 
how to End, 25 
not recorded, 15, 28, 54 
overcome obstacles with, 5 
time limit, 25, 37 
with COUNTING, 19 
with other options, 25 
Printed problem sets, 4, 59-61 
answer sheets for, 4, 59 
level of difficulty, 60 
Menu, 60 

number of problems in, 60 
number of sets to print, 60 
Printer, make ready, 53, 56, 61 
Problem sets, COUNTING, 18 
FLASHCARDS, ! 16, 18-19 
printed, see Printed problem sets 
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REVIEW, 24 

Problems, presentation of, 34 
COUNTING DIVISION, 18 
FLASHCARDS, 15, 16 
MIXED ADDITION AND SUB¬ 
TRACTION, 26 
MIXED MULTIPLICATION 
AND DIVISION, 27 
Program Control Menu, 41 

Qualifications, of parents, 12 
Recording Date, 29-30 
decrementing, 29 
how to set, 43-44 
incrementing, 29 
on Master Menu, 28 
on Work Record Report, 4, 57 
with password, 30, 42 
Recording methods, 42-43 
NO RECORDING, 42 
STUDENT RECORDING, 42 
TEACHER RECORDING, 42 
Recording work, 4, 15, 27ff 

bypass at exercise termination, 35 
must sign on for, 28 
need to set up for, 27 
Recording Date, 28, 29 
signing on, 30-33 
Single User, 29 
which exercises record, 28 
Records, work 

see Work records 
Regular exercise, defined, 15 
challenging at any age, 13 
performance levels unlimited, 13 
Remainders, DIVISION, 27 
Remediation deck, 16 
REVIEW, 24-25 

“B” to break, 34, 62 
bypassing at exercise termination, 
35 

bypassing at sign on, 30 
“C” at exercise termination to 
store new REVIEW set, 34 
effective use of, 33 
enables PRACTICE and HELP, 

20, 25. ■; j i/i 

“H” to display HELP window dur¬ 
ing, 9, 34, 63 
how to enable, 24 
individual student REVIEW files, 
25 


mastered, 25 

no review problems, 24, 63 
not recorded, 15, 28, 54 
overcome obstacles with, 5 
problem set, 15, 24 
signing on for, 30 
time limit, 37 

with FLASHCARDS and HELP, 

12 

with other options, 24 

“S”, sound, 9, 63 
School, elementary curriculum, 12 
Schooling, home, 12 
Score, improving your, 38 
Second chance, 8, 20 
Selections, of exercises, 25-27 
displayed on Master Menu, 25 
general characteristics of 26 
how to make, 25 
use with options, 25 
ADDITION, sample exercises, 8-10 
ALL TYPES, 27 
DIVISION, 27 

MIXED ADDITION AND SUB¬ 
TRACTION, 26 
MIXED MULTIPLICATION 
AND DIVISION, 27 
Session, work, see Work session 
Signing on, 28, 30-33 

automatic for Single User, 29 
bypass, 30 

entry of Student ID when, 30-33 
how to, 30-33 

necessary when recording work, 30 
Student ID not on file, 31, 32-33 
under TEACHER RECORDING, 

30- 31 

under STUDENT RECORDING, 

31- 33 

wrong Student ID entered while, 

31, 32-33 
Single User, 29 

appears on Master Menu, 29 
automatic sign on for, 29 
how to set up, 43 
Skills, assessment of current, 12 
Sorting, Work Record Report, 56-57 
Student entry, 46ff 
new students, 46-48 
new student Student ID entry, 46 
new student name entry, 47 
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new student birthdate entry for, 47 
new student corrections, 47 
old student corrections, 48-50 
changing student name, 50 
changing student birthdate, 50 
deleting a student, 51-52 
Student facilities, 14ff 
Student ID, for new student, 46 
bypassing entry of when signing 
on, 30 

entry for deleting work records, 58 
entry for Work Record Report, 
55-56 

entry when deleting students, 51 
entry when making changes, 48-50 
entry when signing on, 30-33 
illegal characters in, 46 
not on file when signing on, 31, 
32-33 

wrong when signing on, 31, 32-33 
Student List, 52-53 
Student Name, how to enter, 47 
how to change, 50 
STUDENT RECORDING, 42 
signing on under, 31-33 
Student Work Session, 
see Work Session 
SUBTRACTION, regular, 25 
COUNTING, 17, 19 
FLASHCARDS, 16 
HELP, 21-22 

“T” to access Teacher Facilities, 11, 

39, 63 

Teacher, accredited, 12 
Teacher facilities, 5, 11, 39ff 
press “T” to access, 11, 39 
password entry, 39-40 
TEACHER RECORDING, 42 
signing on under, 30-31 
Teacher Facilities Menu, 11, 40-41 
Termination of exercises, 26, 34-35 
bypass REVIEW file generation at, 
35 

bypass work recording at, 35 
for too many mistakes, 26, 34, 38 
time limit assignment to determine, 
34 


Time limit, encourages speed and ac¬ 
curacy, 4 

for each exercise, 37 
Tokens, counting, see Counting 
tokens 

Window, HELP, see Help window 
Work break, 34 
Work display, 8, 35-38 
information on the, 35 
Work, paper and pencil, 4 
Work Record Report, 4, 54-58 
displayed versus printed reports, 

57 

enter from date, 55 
enter to date, 55 
how to enter report dates, 55 
entering Student ID for, 55-56 
reporting for all students, 56 
sorting work records for, 56 
exercises appearing on, 15, 54 
explanation of information on, 
57-58 

Work recording, see Recording work 
Work records, information contained 
on, 4, 54, 57-58 
deleting, 4, 58-59 
sorting for Work Record Report, 
56 

Work Records Menu, 54 
Work session, student 33ff 
answer entry during, 34 
“B” to take a break in, 34, 62 
best results in the, 33-34 
bypassing work recording in the, 
35 

“C” to erase HELP window in, 9, 
20, 62 

“C” at termination of, 34 
“H” to display HELP window in, 
9, 63 

improving your score in the, 38 
pause in, 34 

problem presentation during, 34 
“S” to enable/disable sound dur¬ 
ing, 9, 63 
first, 8-11 

time limit in the, 34 
too many mistakes in, 34 
when to sign on in the, 34 
work display in the, 35-38 
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Yes! I want to join the learning revolution with NUMBER MASTER! 


Copies 

PC APPLE Product Price Total 


Only the best will do for my children! 

Send me: 

_ _ NUMBER MASTER $ 69.95 $ 

_ _ NUMBER MASTER SCHOOL LAB PACK $ 250.00 $ 

(5 NUMBER MASTER diskettes, 5 backup diskettes, 1 Teacher’s diskette, 1 User's 
Guide) 

I don’t need the Teacher Facilities with permanent recordkeeping and printed problem sets. 

Send me the Personal Edition: 

_ _ NUMBER MASTER PERSONAL EDITION $ 39.95 $ 

Please upgrade my Personal Edition to include the Teacher Facilities. I am enclosing my Personal Edition diskette: 

_ _ TEACHER FACILITIES UPGRADE $ 39.95 $. 


PRODUCT TOTAL $ 

SHIPPING $. 

($3.50 for first item and $.50 for each additional item.) 

TAX $. 

(California residents add 6% sales tax.) 


ORDER TOTAL 


My check or money order is enclosed. 

If not delighted, I can return NUMBER MASTER within 30 days for a prompt refund. 

Name_ 

Address_ 

City_State_ZIP_ 


$. 



□ □ 


THE HOME SCHOOL 


3611 BOUNDARY STREET 
SAN DIEGO, CA 92104 


(619) 284-9769 





































NOW . . 

For As Little As 


$ 39 . 95 * 


YOUR CHILDREN Can Become MATH WHIZZES! 


ORDER TODAY! 


* Personal Edition 













MASTER” 

IE SCHOOL” 

APPLE DOS 3,3 Version 












